
We’ve got . , . ★THUNDER BLADE ★ ROBOCOP 
★ OPERATION WOLF ★ AFTERBURNER 
;’ ★ P-TYPE ★ PAC-MANIA ★ LAST NINJA II 

NICK ROBERTS FLIPS HIS LID IN 32 TIP-PACKED PAGES!! 

: ALL THE HACKS AND MAPS ON THE LATEST GAMES!! 


EXCLUSIVE!!SNEAK PREVIEW TAPE 


RIP UP THE SKYLINE WITH ... 

THUNDER BLADE US GOLD! 

TEAR UP THE HIGHWAYS IN ... 

LED STORM GO!/CAPCOM! 




IF YOUR CRASH SNEAK PREVIEW TAPE 
ISN’T HERE, ASK YOUR NEWSAGENT FOR IT. 


AND DON’T FORGET TO WISH HIM 

Hmi ispsits 


A HAPPY CHRISTMAS!! 


AO 

WORTH OF PRIZES! ' 

★ 50 HELICOPTERS! 

★ GAMESHOW HOST! 

★ COMPLETE CD MUSIC SYSTEM! 

★ HANDHELD TV 

★ PERSONAL STEREO! 

★ TWO COMBAT TANKS! 

★ A RED FERRARI! 

★ OVER £1500 WORTH OF GAMES! 

★ PLUS T-SHIRTS, SWEETS, 
POSTERS, BAGS, BUGS 

AND A PARTRIDGE IN A PEAR TREE (joke.) 


A NEWSFIELD PUBLICATION 

NO. 59 DECEMBER 1988 


£ 1.95 


DM 10.00 
INCLUDING 
CASSETTE!! 
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SNEAK PREVIEW TAPE 


Happy Christmas! Sorry we couldn't afford any wrapping paper but I'm sure you'll enjoy this month's 

smokin' tape with two complete, playable sections of CRASH Smash Thunder Blade and a looped stage 
of the rubber-burning LED Storm. All the details on page 148 and no playing it before Christmas ... 



ISSUE 60 

NEW YEAR SPECIAL 
ON SALE 
DECEMBER 15 


NICK PRESENTS FILMS 


Slaying firebreathing Editors 
and breaking open dungeons is 
all in a day's work for Graham 
Callum. The most wise of RPG 
adventurers gives CRASH 

readers a beginner's guide to 
Dungeons And Dragons, the 
hobby now inspiring dozens of 
computer games. 

Tour begins page .143 

Nick Roberts's reveals all! 
Pleading for more time to finish 

Tips Nick is forced into exposing 
his intimate secrets to the public. 
Why is Nick so cool? How can we 
intimate him? Nick Roberts's 
Crucial Guide Exclusively in your 
smokin' CRASH. 

Expose on page.206 

Mel Croucher is Father Christmas 
shock! CRASH gets behind the 
jolly facade and has the famous 
old codger talk about the 
baffling and utterly useless 

DO IT YOURSELF 


28 BUZZ OFF ... 

... with US Gold in a first prize helicopter ride 

87 COME ON DOWN ... 

and win your very own game show host from Destiny 

109 DON'T FORGET .. . 

. . . Titus's competition for a CD midi Hi-ti 

119 BE A CYBERSOMETHING .. . , tv/ 

and write a Wanderer story for a hand-held Casio colour TV and 
portable stereo 

135 GET STUFFED . . . . ^ .. 

with a year's supply of Chewits from Gremlin 

160 NORMAN MAILER .. . . , _ , 

writes short story to win Gremlin's radio-controlled Ferrari and 
two tanks, or maybe it's you 

203 GET LOCKED UP... . , , 

... in the London Dungeons with Again, Again s Munsters 


techno toys he delivers year 
after year. Peek inside Santa's 
sack early this year with CRASH. 
Santa spills beans. 198 

Identity of KGB agent revealed! 
Ian Phillipson confesses to anti- 
British feelings, hating spy-fi 
serials 'cause ne prefers Bird Of 
Prey. Detailed examination of 
the hi-tech TV serials the Kremlin 
wants most, with secret photos. 
Traitor's confessions page... 168 


REGULARS 


31 NICK ROBERTS’S 
PLAYING TIPS 

85 JETMAN (IN COLOUR!) 

88 ON THE SCREEN 

92 CECCO'S LOG 

103 FRONTLINE 

111 ADVENTURE TRAIL 

114 TECH NICHE 

163 LLOYDMANGRAM'SFORUM 

175 COMMS 

177 PBM MAILBOX 

179 ETAL 

191 CRASH CHRISTMAS CHAL¬ 
LENGE 
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The Atari 520STFIV, 


Hk. J& .' &.I 
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Of £450 worti 




CHOPPER X. £9.99 

Mastertronic. 


ROADWARS. £19.95 

Melbourne House. 



XENON. £19.95 ARKANOID II. £19.95 

Melbourne House. Imagine. 


[ anas -»«■ 1 

1 ^aennaonei: 




BLACK UE19.9 

Fii 



Here it is! The new Super Pack from Atari. 
You don't just get the brilliant 520STFM. 
We're giving you twenty-two great software 
titles that most people would gladly sell their 
grannies for. 


There's no catch. You really do get the 
520STFM and £450 worth of great software 
titles for just £399.99. 

So make sure you include yourself in this 
great offer* L 


*Available from most Atari dealers. Offer ends March 1st 1989. 

































f. £399.99 inclusive. 


:h of software. 



/ ATARI 




THUNDERCATS. £19.95 ZYNAPS. £19.99 QUADRALIEN. £19.95 STARQUAKE. £19.95 

Elite. Hewson. Logotron Mandarin. 




SUMMER OLYMPIAD 88. £19.95 

Tynesoft. 


THRUST. £9.95 

Firebird. 


SECONDS OUT. £19.95 

Tynesoft. 



ORGANISER BUSINESS 
SOFTWARE. £49.95 

Triangle Publishing. \ 


Please send me details of this and other Atari Products 
Name_Address_ 


C/12 


n 


. Postcode. 


Atari Corp (UK) Ltd., Atari House, Railway Terrace, Slough, Berkshire SL2 5BZ_| 


AATARI 

SUPER PACK 

















































You never know what’s lurking beneath the 
surface, laying in wait, ready to attack ... 

Any second now the underwater onslaught will 
begin taking you completely unawares. 

You’ll need split second^ming as you drop your 
depth charges - your % ^ 
only weapons 


j - as you 
fight back destroying the 
enemy submarines armed 
with heat seeking torpedoes, 
floating mines and cruise 
missiles. 


BLEACHED SEA 
£S ITS FORCES! 


UNDER THE 
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O ne of the hottest coin-ops 
of all time has arrived. You 
begin your mission being 
catapulted off the deck of a 
beautifully-drawn aircraft 
carrier. Once airborne you come 
under attack from wave after 
wave of enemy jets, half armed 


with machine guns, the other 
half relying on missiles. To evade 
them the F-14 can bank left/right 
and even perform a 360° roll 
(with practice). It’s also 
equipped with those essential 
afterburners for extra thrust - 
turn them on/off with space bar. 


TOO HOT TO HANDLE? 

• Conserve your missiles for the really tough sections. 

• Don’t stay still - keep moving left and right to avoid enemy 
planes. 

• Slow down to fly through the tricky canyon section 

• If a missile is on your tail, get out of its path and slow down 
to let it pass. 

The one game above almost all others I thought impossible 
to successfully convert has arrived - and totally amazed me. 
The speed is fantastic. Each level of the game is a different 
colour monochrome with small but well-defined jets flying by 
and brilliant graphics at the beginning and end of each level 
The Spectrum version doesn’t seem to have lost any of the 
speed but the graphics on the ground have been reduced 
from the brightly coloured houses and structures of the 
arcade machine to just bushes - but this doesn’t effect the 
game too drastically, the playability is still there. The mul- 
tiload is a bit annoying but nothing can be done about that 
and +3 owners will hardly notice it. Afterburner is a qreat 
game, you’ll be a fool to miss it. 

T aS BPadVert! - vital supplies for aTung^ ^ % 

SCOR 


To reply in kind the F-14 is 
armed with a unlimited cannon 
fire and a couple of dozen 
extremely useful heat-seeking 
missiles. Extra missiles are 
provided by the automatic 
refuelling stages - either landing 
on a runway or mid-air refuelling. 
Including these stages there are 
23 levels (multiloaded three at a 
time). Apparently everything in 
the arcade game has been 
replicated (apart from the 


MARKSLi*, 

speed, amazing graphics and 
pounding soundtrack, the 
arcade game was brilliant. But 
what about the Spectrum 
version? Well, it’s certainly 
fast. The main sprite is simply 
excellent. Some of the 
backgrounds are just as nicely 
detailed, with tanks and so on, 
but for the most part they’re 
rather empty. Sound is well 
implemented with a choice of 
a rousing tune or FX. Yet 
despite the speed of the 
graphics, and the urge to see 
the next stage, it’s really only a 
‘dodge-left/right-and-fire’ 
game. Lacking the speed and 
definition of the arcade 
original the underlying 
simplicity of the gameplay is 
sadly revealed. Nevertheless 
fans of the original will, like 
me, still love it. 

83% 

hydraulic seat!). 

Despite the conversion’s 
exhilarating speed Afterburner 
remains of dubious lasting value. 
The gameplay is just too 
repetitive, constantly dodging 
around the screen firing and 
trying to avoid occasionally 
indistinct missiles. But even so, 
to begin with Afterburner re ally’ 
does set your pulse racing. 

PHIL 88% 


Head-to-head combat with deadly MiGs 

THE ESSENTIALS 

Joysticks: Cursor, Kempston, Sinclair 

Graphics: stunningly fast 3-D, although ground features aren’t very 
detailed 3 

Sound: catchy 128K title tune and ingame music which can be 
replaced by some hot sound effects 

Options: definable keys. Choose between ingame music or sound 
etTects 

General rating: a great conversion of a very popular coin-op, which 
perhaps loses out in the long run due to its repetitiveness 

Gruman F-14 about to be 


steam catapulted into high¬ 
speed arcade action 


Presentation 

83% 

Graphics 

84% 

Sound 

85% 

Playability 

86% 

Addictive qualities 

83% 

OVERALL 86% 
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Pac-Man gains an extra dimension 


T he ultimate consumer is 
back! And just as greedy as 
ever. Levels are completed 
in the age-old tradition of 
gobbling down all the dots and 
pills available. Naturally the 
more conservation-minded 
ghosts - Blinky, Pinky, Inky and 
Clyde - are still haunting the 
mazes trying to catch the hero. 
On later levels they’re joined by 


two new recruits: Sue and 
Jumpy. 

At the start, the player can 
choose to start on Round One, 
Block Town; Round Two, Pac- 
Man’s Park or Round Four, 
Sandbox Lane. These are all 
different maze layouts with their 
own unique graphics. Round 
Five, like Three, is a different 
coloured ‘bonus’ version of the 


POPPING PILLS 

• Don’t forget you can turn in mid-jump, this comes in very 
handy for dodging ghosts. 

• Wait around near power pills till you get a gaggle of ghosts 
(that’s what they’re called isn’t it?). Now eat the pill and 
gobble them all up. 

• Clear the central area of the maze first. When the ghosts 
start chasing you, make for the outside and the nearest 
power pill. 

• You can identify the jumping ghosts by their frowning faces. 
Hey, look who it is, it’s my old mate the over-inflated banana, 
perhaps better known as Pac-Man. This time he’s in glorious 
3-D and full of bouncy jumps. Graphics are good and the 
sound is really cheerful - helping simulate exactly the same 
fun as in the arcade. Pac-Mania is an excellent conversion of 
the arcade machine ... but still just a Pac-Man game. Great 
presentation admittedly, but I don’t know if it’s original 
enough to keep you playing for all that long. 

NICK 79% 



n 




previous maze. Round Six is the 
wonderful Jungly Steps, after 
which all the remaining 16 are 
recoloured versions of the four 
basic mazes - just like in the 
arcade original. Due to their 
increasing difficulty, a lot more 
bonus points are awarded 
according to the round you’re 
on. 

Helping you on your way to a 
huge points total are the familiar 
power pills, turning the ghostly 
hunters into prey for a (very) 
short time. Also of use is Pac- 
Man’s newly-found ability to 
jump over his old foes - but not 
his new ones, so look out for Sue 
and Jumpy when they arrive. 
While wondering whether it’s 
Clyde or Jumpy on your tail you 
might also cast your eyes over 
the bottom of the screen. At 
various times an object icon will 
appear here. If you then rush to 
the centre of the playing area 
Pac-Man will be able to grab it. 
Look out for cherries, apples, 
sweets, mugs of coffee, and 
bananas, all with varying bonus 
point values. Even more useful 
are special green and red power 
pills: green gives turbo speed, 
while red makes ghosts edible 
for big bonus points. 

This is the biz! The ghosts and 
backgrounds are monochrome, 


1440 

HI-SCOPF 

208720 


- uumiMrM' 






but nicely drawn and very cute. 
Pac-Man himself is yellow, 
clashing a touch with the 
backgrounds, but that’s only a 
slight flaw. As for sound, 128K 
owners are treated to some 
acceptable tunes, whilst 48K 
owners have good chomping 
effects. Nevertheless 
underneath all the special FX it’s 
just another Pac-Man game, 
albeit a very good one. 

MARK 77% 

null Oh, me of little faith; I 
I MILthought that there 
was no way this great Namco 
coin-op could be adequately 
converted. But in fact some 
wonderful programming has 
proved me wrong. The 
scrolling’s pretty darn 
smooth, the sprites are well- 
defined and not too slow 
either. Furthermore, the 
programmers haven’t stuck 
strictly to monochrome and 
have managed to have a 
yellow Pac-Man chomping 
through a different coloured 
maze. Even more amazing are 
the absolutely brilliant in¬ 
game 128K tunes - some of 
the catchiest I’ve heard on the 
Spectrum. Of course, 
technical excellence can’t 
solely make a great game, but 
Pac-Mania is such a great 
coin-op and all of its 
intricacies are here. This is 
one of the most playable 
games I’ve seen - even if it is 
only a souped-up version of 
Pac-Man. Highly addictive, a 
pleasure to watch and listen to 
- what more do you want?? (A 
free coin-op from Grandslam, 
Phil?-Ed.) 

90% 


THE ESSENTIALS 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: well-drawn sprites in 
fairly smooth-scrolling isometric 
mazes 

Sound: superb, catchy in-game 
Pac- Music 

Options: music on/off. Choice 
between three starting levels 
General rating: a very compe¬ 
tent conversion of the coin-op. 
Not very original but very play¬ 
able all the same 


Presentation 

81% 

Graphics 

81% 

Sound 

84% 

Playability 

79% 

Addictive qualities 

82% 

OVERALL 82% 








































The Prototype Had Just One Feature Too Many. 



MW 74 5 L. TWIN TAPE. HIGH SPEED DUBBING. CONTINUOUS PLAY. AUTO REVERSE. 
4 BAND RADIO. SYNTHESISER TUNER. 20 PRESETS. LCD CLOCK AND AUDIO TIMER. 



SANYO 


THE NEW WAVE IN JAPANESE TECHNOLOGY. 












egin this game on the "stairway to 
m" through an Egyptian scenario, 
ig survived the bloodsucking monsters 
i first phase, you then progress on to 
:tual Road itself. 

s where the fun really begins. You 
leet vampires, two and three headed 
iters - the head will fly at you on 
m, just when you think you are 
igthe upper hand, 
oad winds on and on, through 
s containing the bones of former 


seekers after fame and very much alive 
eldrich horrors. 

Trapdoors and elevators transport you 
- sometimes to your surprise - 
inside ancient buildings and under 
lakes and oceans. 

Collect icons to build up the firepower 
necessary to fight off your aggressors. 
Action and excitement all the way 
with this macabre and unusual game; 
which has that elusive extra something 
to keep you coming back for more. 


**** 


j Shin Nihon Kikaku Corp. 

T985 SNK ELECTRONICS CORP. 


SPECTRUM £7-95 COMMODORE £8-95 AMSTRAD £8-95 Imagine Software (1984), 6 Central Street 

COMMODORE DISK £12-95 AMSTRAD DISK £14-95 Manchester M2 5NS. Tel: 061-834 3939. Telex: 669977 

Also available for AMIGA £24.95 and ATARI ST £19.95 
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Get ready for some eccentric exertions 



A fter the thrills and spills of 
the Olympics, Supersports 
offers the chance to 
participate in some stranger 
events - well perhaps not as 
strange as synchronised 
swimming! Up to four players 
can compete in the five quirky 
events (multiloaded), while the 
‘zany’ commentator, Gilbert, 
makes some often quite 
insulting comments in his 
speech bubble. 

First off is the Crack Shot 
shooting range, where in a 
decidedly seedy street, targets 
pop up from behind walls or slide 
horizontally along the ground, 
while tin cans and plates fly 
through the air. Armed with a 
powerful rifle, you aim to score 
as many points before the one 
and a half-minute time limit 
expires. However, shooting alley 
cats loses you points. 

After the relaxing first event, 
it’s time to get really daring as 
you attempt the death-defying 
Dare Devil Dive. After climbing 
up the tower to the desired 
height - anything from 40ft to a 
vertigo-inducing 400ft (almost 
as high as CRASH Towers!), the 
intrepid diver descends at an 
alarming rate, performing a 


variety of clever moves. But 
here’s the catch, this isn’t 
exactly an Olympic-size diving 
pool he’s heading for- it’s a tiny 
tub! So the slightest inaccuracy 
results in a splitting headache! 

Third event is the Slate 
Smash, in which the multi¬ 
talented competitor smashes 
the tiles held up by two blubber- 
bellied Sumo wrestlers, by 
kicking and punching. Again a 
one and a half-minute time limit 
is given. 

Cross Bow shooting comes 
next as you use skill to aim at the 
target, taking into account the 
wind speed. And finally, the 
strangest event of the lot is the 
Underwater Assault Course 
(honest!). You must watch out 
for nasty, stinging jellyfish and 
exploding mines as you 
negotiate the obstacle-strewn 
course, collecting gold coins on 
the way. 

All the weird events are well- 
implemented and somewhat 
humorous, especially with the 

MAR W Yes had to ha PP en didn’t it, the Olympics have set 
IVIMrilXthe software companies releasing a spate of sports 
game (well, Gremlin mostly). We are guided through the events 
in Supersports by the smiling face of Gilbert, the zany 
commentator who witters away between events, informing you 
of the tasks ahead. Presentation is very good, with each event 
being nicely drawn and animated, my particular favourites were 
Crack Shot and Slate Smash, but the whole game is very 
playable. Shoot Gilbert and this would be a great game - well it 
is anyway, so check it out. 

30% 



A SPLAT! -Prophetic Captions PLC 

SUPER SPORTING TIPS 

• Avoid shooting alley cats in the first event, but blast every¬ 
thing else to smithereens. 

• In the diving, try to keep the diver directly above the tub of 
water at all times for accuracy points. 

• In the archery, take account of the wind speed and distance 
of the target when firing. 

• In the underwater swimming, come up for air just before a 
long line of surface obstacles, so you can swim all the way 
underneath them. 

Supersports is yet another multiple sports simulation to 
make the job of choosing the game for you even harder. This 
is one of the better ones on the market, though, with good 
graphics, sound and the odd bit of humour thrown in for good 
measure. The Diving is the best event in my view, you can 
choose from a variety of heights and it’s a great laugh when 
you miss the tub of water and your little guy gets splurted! As 
expected there is a multiload, but it doesn’t spoil enjoyment 
too much. One of the better sports simulations around. 

NICK 73% 


witty quips from Gilbert the 
commentator. Thankfully there’s 
virtually no joystick-waggling 
involved - skill and judgment are 
required for success. Although 
hardly awe-inspiring, 
Supersports is a competent, 
whacky sports game, which is 
definitely worth a look. 

PHIL 77% 


▼ Cameron let loose on Supersports 



THE ESSENTIALS 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: well-drawn, monoc¬ 
hromatic sprites on colourful 
backdrops 

Sound: adequate spot effects 
Options: practise any mul¬ 
tiloaded event 

General rating: not to be taken 
too seriously, but a whacky relief 
from the cut-throat world of the 
real Olympics 


Presentation 

77% 

Graphics 

81% 

Sound 

34% 

Playability 

79% 

Addictive qualities 

75% 

OVERALL 79% 
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Up the Albion! 


Producer Gremlin Graphics 
Out of pocket £7.99 cass 
£12.99 disk 

Authors Sentient Software 


A bout 1500 years ago, 
according to those 
dubious historians at 
Gremlin, the British Isles were 
called Albion and its people 
divided amongst themselves. 
Setting out to unite the people 
and make a single nation was a 
Welsh hero called Kinnock-no, 
sorry, King Arthur, no, darnit, 
actually it’s Artura. Now rather 
than commission some 
seriously flash TV ads, Artura 
aims to do this by recovering 
some stolen treasure. 

Ignoring Gallup and MORI, 
Artura starts his quest by 
seeking advice from his old 
friend Merdyn the Mage. 


Unfortunately Merdyn’s 
vanished and Margaret, I mean 
Morgause, has kidnapped 
Merdyn’s apprentice. To rescue 
him and recover the treasure 
Artura sets out for Morgause’s 
Dun (?). Before he can arrive, 
however, Morgause contacts Ye 
Olde Flea Street and hordes of 
vile creatures rush to defend her. 
Armed only with a sword Artura 
must defeat these insects, birds 
and ugly looking guards while 
preserving his energy. 

If you think politics is boring be 
warned, this game makes it all 
seem very thrilling. Graphics are 




A You're never going to get in Phil King's Scores like that Cameron! 


Another simplistic ‘collect-and- 
kill-all ’ game. 

MARK 36% 


small and dull. Sound has gone 
on holiday with playability 
sharing the same hotel room. 

THE ESSENTIALS 

Joysticks: Cursor, Kempston, Sinclair 
Graphics: detailed but mostly yellow monochrome 
Sound: buzzy title tune but virtually no effects during play 
General rating: a very mediocre arcade adventure with little lasting 
appeal 


PUII At first sight, Artura looks promising with some well- 
I MI Lanimated characters. Unfortunately actual gameplay is 
repetitive, with little variety in rooms or action. Fighting off 
soldier after soldier soon becomes irritating while energy falls at 
an alarming rate. Even more perturbing is the way the hero can 
get stuck in certain parts of the landscape, with escape an 
impossibility. This annoyance epitomises the general lack of any 
playability - even mapping fans should leave this well alone. 

42% 

.. 


Presentation 

49% 

Graphics 

55% 

Sound 

24% 

Playability 

41% 

Addictive qualities 

34% 

OVERALL 38% 






mg writes a game shock!? 


Producer CRL 

Price of success £8.95 cass 
Author Supa Nova 


F or all us who’ve dreamed of 
being the next Raf Cecco 
(?!), but don’t know the 
difference between a Z80 
processor and a sheep dip, CRL 
have this tempting little 
program. Included with it is an 
easily completed example 
game, requiring the main 
program for execution. 

▼ Designing your own sprite with 2-D Game Maker 


Basically, 2-D Game Maker is 
a utility to design arcade 
adventures. A row of icons allow 
you to change the design of the 
included game or just start from 
scratch, designing your own 
sprites, rooms and objects etc. 

Both objects and the main 
character sprite can be 
redesigned. The latter also has 
eight stages of animation and so 
can be made to walk, or even fly. 
Sprites are designed by moving 
a cursor around a grid, 
representing an enlarged 
version of the four-character 
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block sprites. Once designed, 
objects can be placed in any 
screen, using a simple menu 
system. In the game proper, 
objects can be picked up, 
dropped and used to remove 
various walls and platforms to 
allow further progress. 

Up to 64 different rooms may 
be mapped out, using their 
corresponding hexadecimal 
numbers. One must be 
designated to the starting 
screen (where the game will 
begin) while another must be the 
finishing screen (reaching this 
means completion of the game). 

Other aspects which can be 
altered include scrolling text 
messages which accompany 
each screen, the path of the 
main character’s jump and the 
various sound effects. Gravity 
and up/down controls can also 


IUI ADIf While jt takes a 

IVIHnrVwhile to master, 
you can have great fun with 
this: fiddling around creating 
your own sprites, scrolling 
messages and loads more 
besides. Sprites, in particular, 
can be really hilarious. 
Unfortunately the ‘designer’ is 
perhaps more of a basic 
arcade/adventure with knobs 
to tweak various aspects. 
Actual playability is therefore 
on the weak side, but it still 
kept me happily occupied for 
a while. 

68 % 


be switched on/off. 

But despite all these options, 
what you always end up with is 
essentially a very simplistic 
arcade adventure/platform 
game with no scope for anything 
very different. Although fun for a 
while, the designer just isn’t 
flexible enough to enable the 
creation of original games and 
you always get the feeling that 
you’re only making superficial 
alterations rather than really 
designing your own game. 

PHIL 40% 

THE ESSENTIALS 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: simple sprites, but at 
least you can redesign them! 
Sound: simple spot effects 
which can also be altered 
Options: definable keys and too 
many others to mention! 
General rating: fiddling with the 
designer is great fun, but sadly, 
the game you end up with can 
never be very good 


Presentation 

46% 

Graphics 

N/A% 

Sound 

31% 

Playability 

50% 

Addictive qualities 

51% 

OVERALL 49% 








































































































■ Compumart are 
the Officially 
Appointed Sole 
UK Dealer for 
Replay Joysticks. 


REPLAY® PROUDLY PRESENTS... 

The New Microblaster Joystick, 
professional arcade quality, fully microswitched 
for the ultimate in game control. 

ORDER TODAY AND TAKE CONTROL! 


FEATURES INCLUDE 


1. Ergonomically designed handle and 
base for smooth, accurate and 
comfortable playing action. 

2. Steel shaft for extra strength & durability. 

3. 8-way arcade quality microswitches 
giving greater sensitivity and precision 
controlled movement. 


4. Non-slip rubber feet on base for secure 
table mounted operation. 

5. Large, dual-fire microswitched fire 
buttons for left or right hand operation. 

6 . Extra long 1.4 metre cable allows more 
choice of player position. 

7. Switchable normal/rapid fire options 

for extra player control and higher scores. 


Suitable for use with a wide range of 
computers and videogame machines. 


Compumart Ltd., Jubilee Drive, Loughborough, Leics. LEllOXS.Tel: (0509) 610444 


ORDER TODAY AND TAKE CONTROL! 


PLEASE RUSH ME J0YSTICK(S)@£12.95each. 

Total enclosed £_ 


Type of computer owned- 


Despatched same day. Allow maximum 7 days delivery. 
Please deliverto: 


Name_ 


-Date- 


Address- 


-PoStCOde- 


Price inc. VAT, free postage & packaging U.K. only subject to availability. E. & O.E. 




O 


CS3 


(0509) 610444 

24 HR HOTLINE 
to order using 
ACCESS/VISA 
or complete the 
coupon and send with 
a cheque/ P.0, to: 
COMPUMART LTD 
DEPT. 

FREEPOST 
LOUGHBOROUGH 
LE11 OBR 
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An orgy of violence, but no sex (were British) 


S tand to attention when 
I'm talking to you 
soldier! That's better, 
now here's your 
mission. Use your Uzi 
submachine gun to blast, 
mangle and maim your way 
across a horizontally-scrolling 
battlefield filled with enemy 
troops, helicopters, and 
armoured cars. 

Your mission begins with 
you being parachuted into 
hostile territory to locate an 
enemy concentration camp 
and free the captives held 
there. You start off with just 
seven clips of ammo and five 
grenades - so all you autofire 
merchants are in trouble. Only 


real soldiers, with an accurate 
eye and careful trigger finger 
need apply here. Your mission 
is split into six sections, three 
loads for 48K owners, one 
massive load for 128K owners. 
The sections are; 
Communication Setup, 
Jungle, Village, Powder 
Magazine, Concentration 
Camp and Airport. On each 
level the landscapes slowly 
pan before your first-person 
perspective as you move your 
cursor sights in search of 
targets. Pressing fire kicks off 
the Uzi, while space bar has 
you lobbing a grenade. 

As the landscape scrolls 
before you, soldiers parachute 
downwards, others run on 
firing away, while helicopters, 


▼ Your latest batch of supplies get dropped in 


RESCUE THE HOSTAGES 


Htsert It* WHIMS ■ 0 


Z Watch out, here come the 

cavalry 

boats and tanks arrive to make 
things really interesting. 
Vehicles require numerous 
shots to be destroyed, unless 
you use a grenade. As in the 
arcade there’s also massive 
Schwarzenegger lookalike 
who appear right in front of 
you aiming a gun. On later 
levels these wear bullet-proof 
jackets so you have to hit them 
in the head. Also requiring fast 
reactions are the daggers and 


grenades lobbed at you, these 
can be shot in mid-air, if you’re 
quick enough. 

To the side of the playing 
screen is an ammo counter, a 


DUII Prom the very first 
rniiM moment you load it 
up (and boy does it take a long 
time on a 1 28K) you know that 
this version of Operation Wolf 
is of the highest quality. 
Typically atmospheric 
Jonathan Dunn music (which 
admittedly is a bit like that on 
Daley Thompson’s Olympic 
Challenge) accompanies the 
title screen. Then before 
starting your mission, even 
more 128K tunelets welcome 
you to the action itself. And 
what action there is too, all 
viewed in first-person 
perspective, as if you were 
really there. Rapid-firing 
soldiers positively pour onto 
the screen by the dozen, 
sometimes lobbing grenades 
and knives! While the well- 
drawn tanks and helicopters 
are even more dangerous, so 
it's just as well that you start 
with plenty of ammo. The 
immense playability of the 
coin-op has really been 
captured in what must rank as 
one of the year's best 
conversions. Once you start 
playing it's almost impossible 
to tear yourself away. And 
thankfully, the level of 
difficulty is pitched just right * 
even though it's tough, it isn't 
quite impossible - I did 
manage to complete it 
(although clever clogs Robin 
Hogg of TOM (see this month’s 
special Inter-magazine 
Challenge) hasn't yet!). What 
more could anyone ask for in a 
shoot-'em-up? Operation 
Wolf simply is the business. 
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ememies 

29 07 03 


rescue THE HOSTAGES ! "°xT ; 


The mean green, fighting machine 

SUCCESSFUL OPERATION 

• Whatever you do, don’t shoot the nurses or you’ll lose 
energy. 

• Collect every available piece of ammunition, especially the 
grenades. 

• Save your grenades for really tight spots and when attacked 
by a pair of helicopters etc aim between them to destroy 
both with one shot. 

• Keep an eye out for the little bottles of potion which restore 
your energy. 

• The big, butch guys on Level Four can only be shot in the 
head. 

• Always keep an eye on the status read-outs, suddenly 
finding your Uzi all out of ammo is not a pleasant surprise. 

• Shoot enemy grenades and knives before they hit you. 

The first thing that hits you is usually a 7.62mm bullet, but 

I after that you tend to notice some super-smooth scrolling 

and excellent graphics. Blasting sound effects are fine and 
I help make this a really playable arcade conversion. My only 
| reservation is that the gameplay might lack a little variety, but 

without doubt this is a first class shoot-’em-up and just the 
j ticket for getting rid of all the Christmas time irritation at 
| relatives talking through Indiana Jones And The Temple Of 
I Doom . 

STUART 90% 


rinn't move slime baa! 



damage meter and three 
icons. The latter inform the 
player of how many men, 
tanks, and boats etc have to 
be destroyed before a sector 
is cleared. Extra ammo and 
grenades are available by 
shooting the relevant icons 
which appear onscreen, also 
bullets with an |j upon them 
increase your rate of fire, while 
bullets with a Q decrease the 
amount of damage inflicted on 
you. Apart from the human 
targets, various animals also 
pop up from time to time, 
shoot them and occasionally 
you’ll get food to boost your 
energy. What you shouldn’t 
shoot, however, are the 
nurses and children (terrible 
temptation) because this 
drains energy. 

If the red tide of your blood 
fills up the energy metre then 
the game is over, but 
thankfully there is a continue 



play option which restarts the 
level you’re on if you want. 
This is allowed only once 
however. 

At first it’s a little tough 
moving the cursor around and 
hitting the keyboard grenade 
key in time. Keys are probably 
most effective as Phil proved 
by reaching the sixth and final 
level and rescuing the 
hostages (well, one of them). 
The sprites, despite being 
monochrome are very well 
drawn and animated so 
there’s never any fatal graphic 
confusions. The real surprise, 
though, is how the arcade 
playability has been 
replicated. Despite finding it 
much tougher than Phil I was 
really hooked on it. Search out 
Operation Wolf when it blasts 
into your local computer store 
soon, but I warn you, it won’t 
take any prisoners. 

MARK 90% 


THE ESSENTIALS 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: a variety of very well- 
drawn enemies appear on 
equally-detailed, smooth hori¬ 
zontally-scrolling backdrops 
Sound: an excellent Jonathan 
Dunn title tune and some very 
good (and informative) ingame 
blasting effects 
Options: definable keys. Con¬ 
tinue play option 
General rating: a great conver¬ 
sion of the popular coin-op 
which couldn’t be bettered 


Presentation 

88% 

Graphics 

90% 

Sound 

82% 

Playability 

90% 

Addictive qualities 

88% 

1 OVERALL 91% 
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DOMARK 

PUBLICATION 


© Spitting Image Productions Ltd. 1988 
Writer: Geoff Atkinson • Music: Phil Pope 
Illustrator: Paul Cemmick • Puppets created by Fluck and Law 


Ferry House, Lacy Road, Putney, London, SW151PR. 
Telephone 01-780 2224 


SAVE 


THE 


WORLD: 


Destroy the credibility of six world 
leaders (although Ronnie’s got a 

new job) and SAVE THE WORLD 

PREVENT ARMAGEDDON FROM 
THE COMFORT OF YOUR OWN 

,*, * PARK bench. • 


* KJ 


What they said about the Spittmg g Qmark 

“COMPLETELY BRILLIANT , an 


4Tnning’’t« 

Sri on the Spitting Image sv^.tchhoard- _ 


WARNING:DAMAGE 

A good way to really damage your cassette or disk is to smear 
marmalade all over it or leave it overnight in a bucket of creosote. 




















































move, ED 


=3 SCORE 

00 ooooo 

£3 Tk »T)E 


T he future of law 

enforcement arrives 
simultaneously on 
video and Spectrum 
with some pretty slick effects 
for both. The film begins with 
OmniConsumer Products 
(OCP) backing a big, walker¬ 
like droid called ED209 as the 
ultimate cop. But when a 
malfunction results in it 
accidently machine-gunning 
someone an alternative 


• A new type of community policing 


project is proposed - a cyborg 
mix of cop and machine called 
RoboCop. The first cop to be 
murdered while on duty is 
Murphy and OCP rebuild him, 
Frankenstein fashion. 

The computer game is 
composed of three loads (one 
for 128K owners) and opens 
with RoboCop on the beat of a 
horizontally-scrolling section, 
shooting snipers looking 
down on him, armed gang 
members, kung fu kicking 
villains and chainsaw 
psychos. RoboCop starts off 
with four lives and an energy 
level, the latter can be 
replenished by collecting baby 
food jars. Ammunition is 
strictly limited as well but 
there are extra magazines 


Producer Ocean 
Spare parts £8.95 cass 
£14.95 disk 

Authors Mike Lamb and Dawn 
Drake 

































































































- ° ne false move and she's dead 


fc- PohnCop: also available on Virgin Video 


Meeting Emil awakens 
memories in the cyborg that 
was once Murphy and 
RoboCop goes to the police’s 
photofit library in load two. 
Eyes, ears, chin, nose and 
hairstyle must be matched to 


lying around, as well as three 
special weapons. If all the 
bullets are exhausted then 
RoboCop can use his fists, if 
they fail and he dies he goes 
back to the start of the section. 

While on patrol RoboCop is 
called to the scene of an 
assault where a woman is 
being held hostage. Switching 
to a first-person perspective 
you must shoot the criminal 
without hitting the woman. As 
on all the sections there’s a 
time limit and a life is lost if you 
exceed it. After that it’s back 
on patrol in a different part of 
town with bikers coming after 
you. Here you also encounter 
Emil, one of Murphy’s 
murderers, hiding out at a 
petrol station. 


the picture on the left - not 
easy in the time limit. Once 
Emil has been identified 
information is provided 
leading RoboCop to a Drugs 
Factory (Issue 58’s demo 
tape). Another horizontally 
scrolling section this ends 
with RoboCop learning the 
leader of the gang which killed 
him - Clarence Botticker - 
was employed by an OCP 
executive. RoboCop heads for 
the OCP tower and is attacked 
by ED209. Survive that and 
load three has you desperately 
trying to escape the tower in a 
horizontally/vertically 
scrolling section. If you do 
escape then it’s on to the 
junkyard, where Murphy was 
killed, for a confrontation with 


Clarence. Kill him and you 
must then rescue the 
president of OCP who’s being 
held hostage by the executive 
who employed Clarence. 

The first thing that strikes 
you about RoboCop is the 


INSTANT JUSTICE 

• Learn the positions of the enemies in order to anticipate 
them. 

• Take care with the chainsaw psychos - they often need 
loads of hits to kill. 

• Conserve your ammunition by using the minimum number 
of shots required to kill each baddie. 

• Anticipate the motorbike riders and shoot before they actu¬ 
ally appear onscreen. 

• On the hostage screen try to anticipate which way the villain 
will move for a quick, easy shot. 

• In the ID section don’t spend too long on one feature, some 
overlap and until you’ve got a full face its easy to get con¬ 
fused. 

Crikey, I remember when 
policemen wore silly hel¬ 
mets, rode bicycles and kept 
saying ‘Evening all’, but this 
RoboCop chappie is a bit 
more like a badge-wearing 
Charles Bronson! He mer¬ 
cilessly blasts criminals, but 
even though he’s made of 
metal he ain’t so great. A hail 
of enemy bullets soon 
finishes him off, while turn¬ 
ing in a crouch makes him 
stand up! At the same time, 
care must be taken not to 
waste your limited supply of 
ammunition - if you run out, 
you’re dead meat (or should 
that be circuitry?). With all 
these problems, RoboCop is 
initially very hard, but as you 
learn the patterns of 
enemies (they appear in the 
same places every time), you 
soon work out a strategy for 
success. And it’s definitely 
worth persevering to see the 
detailed backdrops and 
nicely-animated enemies. 
Thankfully, RoboCop 

doesn’t just rely on the usual 
shoot-’em-up theme; it 
mixes several varied sec¬ 
tions together, each requir¬ 
ing different skills to com¬ 
plete, to make a truly excel¬ 
lent package. Fans of the film 
and arcade buffs alike, will j 
not be disappointed. 

PHIL 91% 
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character’s animation which 
is probably the best ever seen 
on the Spectrum - it really is 
that good. Scrolling is 
perfectly smooth and sound is 
great, with sampled speech 


M ADI/' Without doubt this 

iVIHnrVis one of the 

closest translations of a movie 
ever achieved in a computer 
game, making this unmissable 
for all RoboCop fans. The 
extra sections written by 
Michael Lamb and Dawn 
Drake to improve the basic 
coin-op are really good and 
add a lot to the game. The 
result is a conversion that’s 
genuinely superior to the 
arcade. Ingame music is really 
good on the 128 with some 
nice gunshot effects as well. 
Admittedly progress is tough, 
until you learn the attack 
patterns it might seem 
impossible, but with ED209, 
the junkyard scene and the 
OOP tower still to see I can’t 
stop playing it. One of the best 
films of 1988 has made one of 
the best Spectrum games as 
well, congratulations Ocean. 

90% 
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saying ‘RoboCop’. Playability, 
as far as we’ve got, is great. 
Going back to the start of 
sections is frustrating, as is 
the ammunition limit, but 
since the enemies always 
follow the same patterns this 
forces you to get really good. 
Other sections, such as the ID 
stage, are surprisingly 
effective as well, making this 
an instant Spectrum classic. 

STUART 94% 



THE ESSENTIALS 

Joysticks: Cursor, Kempston, Sinclair 

Graphics: well-animated sprites fight it out on detailed, horizontally¬ 
scrolling backgrounds 

Sound: a nice bit of sampled 
speech and some catchy 128K 
ingame music to complement 
good shooting effects 
Options: definable keys, music 
on/off 

General rating: a superb 
implementation of the licence, 
which successfully captures the 


spirit of the violent film 

Presentation 

88% 

Graphics 

90% 

Sound 

86% 

Playability 

92% 

Addictive qualities 

91% 


OVERALL 92% 












































































































































































* SPECTRUM 
128 ONLY 

CASSETTE £7.99 
DISK £12.99 


CBM 64/128 
£9.99 CASSETTE 
£14.99 DISK 
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FOR A LONGER LASTING, 


GREMLIN GRAPHICS SOFTWARE LTD. ALPHA HOUSE. 10 CARVER STREET, SHEFFIELD SI 4FS. TEL: 0742 753423 














































































































• Bonfire night bonanza from the dreamers ... 
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A ccording to 

Mediagenic’s lawyers, 
R-Type is a highly 
original arcade action 
shoot-’em-up. CRASH 
readers may have a different 
opinion of this Irem 
Corporation licence, but, as is 
so often the case, game 
format takes a backseat to 
actual playability. The 
scenario for all this is of the 
peaceful-galaxy-being- 
invaded-by-hideous-aliens 
variety. Naturally a lone 
spaceship will have a better 
chance against the aliens than 
the galaxy’s massed fleets 
and as for the pilot. . . well, 
thank you for volunteering. 
Very brave of you. 

The latest spacefighter 
technology (I thought this was 
a peaceful place - Ed) is 
represented by the awesome 
R-9. A single-seat ship initially 
armed with just a standard R- 
type laser. While rather feeble 
in rapid fire mode, by holding 
down fire for a few seconds 
you can discharge a massive 
blue fireball which destroys 
virtually all in its path. 

Further weaponry can be 
added to your ship by 
collecting the glowing orbs 
deposited by the remains of a 
large number of blasted 
aliens. Add-on weapons 
include missiles, a more 
powerful laser and a small 
remote craft which flings out 
bullets at an amazing rate. 
These are lost when you die, 
so some pretty nifty flying is 
needed to get far into the 
eight, multiloaded levels. 
Ranged against you are 


swarms of alien fighters to 
chase you around the screen, 
ground-based missile 
launchers setting a stream of 
rockets on your tail, and rapid- 
fire gun turrets. An almost 
equally formidable threat is 
provided by the scenery - 
collisions with which are 
lethal. Then, of course, there’s 
the end-of-level guardian 
which will take all the 
firepower you can muster to 
defeat it. 

The guardians, like the rest 
of the game, look very good 
indeed. Attacking ships in 
particular are well-drawn and 
animated with some really 


Producer Electric Dreams 
Legal costs £9.99 cass 
Author Bob Pape 























R-CADE R-TISTRY —- 

• Fire rapidly to destroy the aerial enemies. 

• Use blue plasma bolts to destroy missile launchers and 
large aliens. 

• Collect as many extra weapons as possible for further on in 
the current level. 

• Make sure you don’t crash into the scenery when you’re 


blasting like mad. 

• Knock out the end-of-level monster’s eyes and get right up 
to its mouth to blast it to smithereens. 

• Be careful at the start of the second level; camouflaged 
nasties pop out from below and above you. 

_ -—i This has got to be the arcade 

- _ 1 conversion of the decade 

1 (well at least the past three 

H 1 months). I know I’ve said that 

■ 1 conversions have been good 

E« before, but R-Type is mega! 

■ The amount of colour, sound 
H | and excellent graphics that 

■ 1 have been packed into it will 

■ i just knock you over. Some of 

■ 1 the sprites almost fill up the 

■ 1 entire screen and they take 

■ 1 before they’re defeated. You 
- H \ collect more weaponry as 

■ 1 you destroy each wave of 

■ 1 aliens and when you have the 
1 lot, you’re almost unstoppa- 
1 ble. Presentation is highly 
1 polished with excellent title 
1 anc * ,oac ^' n 9 screens, plus a 
1 multitude of levels for you to 
1 blast through. This is an 

■ 1 absolute must for every 

■ 1 arcade shoot-’em-up freak, 

1 you gotta buy it! 

^ _—-* NICK 93% 


The walkers 


luting through 


good, bright colours. The \ 
ferocity of the aliens’ attacks 1 
might put some people off at 
the start, even Nick had 
problems finishing the first 
level, but don’t give up! Once 
you’ve had a bit of practise you 
can get some great thrills 
squeezing through amazingly 
small spaces with a horde of 
blood-thirsty aliens on your 
tail. Congratulations to 
Electric Dreams for retaining 
the frenetic. — 


arcade feel and 
producing such a brilliant 
game. madit o-a 


THE ESSENTIALS 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: colour is used very 
liberally, but even the resulting 
clashes don’t spoil the detailed, 
fast-moving sprites 
Sound: plenty of noisy effects 
during play 

Options: definable keys 
General rating: the frenzied 
action really sets pulses racing - 
a surprisingly good conversion 
of the classic coin-op 


^ .1’ "j 
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Presentation _ 92 % 

Graphics _ 

Sound _ 

Playability _ 94% 

Addictive qualities 93% 


OVERALL 92% 
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CHOPPER /I 


POSTCODE 


THUNDERBLADE 

is here and CRASH Smashed (91 %) in 
this issue!! 

Haven't you ever wanted to zoom 
up into the wild blue yonder in a 
helicopter gunship, armed to the teeth 
with the most sophisticated weaponry 
the taxpayers' cash can provide. And 
then, blast the armour-plating off the 
battle wagon some equally 
warmongering country as your own 
has sent meet you. Isn't your wall 
covered with pictures of Prince 
Andrew and Mike Smith? Uh, well, 
make that Prince Andrew and Noel 
Edmonds. Of course, not everyone 
can afford the ultimate fashion 
accessory depicted above, certainly 
not a humble comps minion. So rather 
than sneaking into your local air force 
establishment and borrowing one, 
why not enter this competition? You've 
already read the first paragraph, after 
all. 

Naturally you've played the 
incredible THUNDER demo on this 
month's cover, and of course you want 
more. More swooping through cities. 


jungles and canyons blasting all that 
moves. My, aren't you the homicidal 
warmonger? There is a peaceful side 
to things you know, Like soaring above 
some busy urban centre and 
admiring the spectacular view with 
the rotors whirring above and Mike 
Smith at the controls... 

No, only joking, honestly. There won't 
be a disc jockey in sight when the FOUR. 
FIRST PRIZE WINNERS climb aboard one 
of the world's favourite helicopters - 
the Bell JetRanger above. Completely 
lacking tinted hair and designer suits 
there'll be a highly-trained pilot, 
providing a breath-taking flight of an 
hour or so over the heart of England. 
Cooo! Not even the arcade 
machine's hydraulics could match 
that. 

Second prize will be a wonderfully 
warm, and completely harmless if not 
armless (groan - Ed) T-SHIRT 
emblazoned with the Thunder Blade 
logo for IS RUNNERS-UP Third orize, 
unfortunately for you peace-lovers, is 
the incredibly violent and blood-thirsty 
THUNDER BLADE game. These software 
house just can't help themselves can 
they? But unless you're a 
monochromatic sprite, don't worry, it 
can't harm you and if s pretty darn 
addictive too. TWENTY-FIVE people will 
be sent copies of that. Then there's 
FIFTY FOURTH-PRIZE TOY HELICOPTERS by 


those masters of the scale model. 
Matchbox. This is exactly the same 
shape as the one in the game - eg, a 
lot like the one in the Blue Thunder 
movie, but with a peacekeeping 
sheriffs badge on the sides. I haven't 
stopped playing with it since the Ed 
got it. But don't tell him, he thinks its still 
over in photography! 

So if you fancy your chances of 
winning a trip in the chopper, have a 
look round the page for three 
drawings of various helicopters. Think 
you can identify them? Well go to it. 
Remember the judges' word is final, 
and all entries must reach us by 
January 1 1989. Send your entries 
addressed to HOT STUFF IN 
HELICOPTERS, CRASH, PO Box 10, 
LUDLOW, Shropshire SY8 1DB. 


CHOPPER B 


IVE GOT A PRETTY GOOD IDEA 
| THAT... 

I Chopper A is a . 

Chopper B is a . 

I Chopper C is a . 

(Hope I'm right, I really fancy a 
| flight in a helicopter.) 

I NAME. 

* ADDRESS. 
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PREDATOR You’ve heard about Predator, the 
Schwarzenegger movie - now you can play the 
leading role. Take a crack commando unit into the 
South American jungle to rescue a bunch of trapped 
diplomats. Should be easy enough. ..and so it would 
be, if it weren’t for the mysterious alien who keeps on 
taking out your men. 

C) 1987 Twentieth Century Fox Film Corp All rights 
reserved. 


CRAZY CARS You are racing in the world’s craziest 
race. "The American Cross Country Prestige Cars 
Race”. If you are able to complete the race before the 
time runs out, you will get a faster car. You start with 
a Mercedes 560 SEC, and only the world s best 
drivers may drive a Ferrari GTO. 

PREPARE TO START, READY? GO!!! 

<g) Titus Software Ltd. 

LAST NINJA replaces CCABS orvOW. 


BARBARIAN THE STORY SO FAR . The evil sorcerer 
Drax has agreed that if a champion can be found who 
is able to defeat his demonic guardians, the Princess 
Mariana will be released. From the wastelands comes 
an unknown barbarian, a mighty warrior, wielding his 
broadsword with deadly skill. Can he vanquish the 
forces of Darkness? ONLY YOU CAN SAY... 

© Palace Software Ltd 


GRYZOR Featuring all the game-play of the arcade 
original, Gryzor takes you into a thrilling alien world 
of force fields, fanatical guerillas and strange enemy 
defence systems - but you have the fire-power and 
maybe, with a little’ skill, grit and split second 
timing, you can infiltrate the aliens' headquarters. 
Play Gryzor once and you'll be hooked! 

(C) 1987 Konami 


PLATOON Lead your Platoon deep into enemy 
territory, you can almost feel the humidity, sense the 
threatening dangers as you encounter the enemy and 
his many booby traps. Having found the underground 
maze of tunnels, enter at your peril! Enemy soldiers 
lunge at you from the murky waters within, but this is 
the only way you can find vital information. If you 
come out of this alive, you II be just one of the few! 

(C: 1986 Hemdale Film Corporation. All Rights 
Reserved. 


TARGET RENEGADE Every move you make, every 
step you take, they’re watching you. Fight your way 
through the precinct - the back alleys, the car parks, 
fight your way through the villainous community, the 
skin heads, the Beastie Boys, the bouncers. This is 
just the tip of the iceberg on you chilling quest to 
confront "MR. BIG 


COMBAT SCHOOL Konami's arcade hit now for 
your home micro and already a No. 1 hit. Seven 
gruelling events featuring the Assault Course, Firing 
Range, Arm Wrestling and Combat with the 
instructor himself! Combat school throws down the 
challenge to the toughest of thoroughbred 
gamesters. 

(g) 1987 Konami 


KARNOV Join Karnov, the fire-breathing Russian 
stongman, on his hazardous quest to defeat the evil 
dragon Ryu and find the Lost Treasure of Babylon. 
Karnov is a vast 4-way scrolling game that combines 
both strategy and fast action in nine challenging 
levels of gameplay. It is recognised by arcade addicts 
everywhere as one of the best games of its kind. 
Karnov also has something special in the way of 
characters - have you ever been killed by a skeleton 
on an Ostrich? 

(gj Electric Dreams Software Ltd. 






















































SPECIAL 32-PAGE 
CHRISTMAS SPECIAL 
EDITION 


ALL THE LATEST HINTS, POKES AND MAPS IN THE DEFINITIVE GUIDE TO 
ALL THE HIT GAMES 

THE ONL Y GUIDE YOU’LL EVER NEED (TILL THE NEXT ONE!) 

ALL THE TOP HACKERS UNDER ONE COVER! 

32 TIP-PACKED PAGES FROM THE COUNTRYS TOP TIPSTER 




















jfesttoe (greetings to one and all 

(well what else can I say at 
Christmas?), and welcome 
to this magnificent (even if 
I do say it myself) 32-page 
Playing Tips Special. I must 
have been mad to take on 
this project (many will 
argue that I am), but I have 
proved myself to be the 
ultimate tipster by writing 
this lot in record time - like, 
about three weeks! (Big 
head - Ed, Ass Ed, Phil, 
Mark, Lloyd.) The vast 
amount of POKEs, tips and 
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maps that have been 
crammed into these 
precious pages will just 
blow your mind (you have 
been warned!). If you can’t 
find something that suits 
your tastes I’ll be very 
surprised. (Got any ham 
and pineapple pizzas? - 
Phil.) 

No, Phil, sorry. But, I have 
got the Gunship editor 
(much better than the one I 
work with - but, if it’s 
anything like ours, it 
probably won’t work!) and 


. performance diagram; 
maps of Marauder, Joe 
Blade II, Draeonus, Dan 
Dare II, Deviants and (deep 
breath) Gunfighter, all 
excellently drawn and 
painted. 

There’s an adventure 
section for those maps and 
POKEs that were just too 
big to be printed in this 
month’s Adventure Trail - 
with a picture of an 
attractive new mapper, 
Sarah Wills (I’m always a 
sucker for a pretty face), 
who along with Robin 
Lincoln has sent in a mega- 
detailed map of Rigel’s 
Revenge. 

For the owners of that 
Romantic Robot gadget, 
the Multiface 1, there’s a 
complete A-Z of Multiface 
POKEs on all recent games 
- no more delving into the 
back issues more - I’m 
sure there will be many a 
happy face over that! Then, 
of course, there’s 
Flashback and Cheat Mode 
Motel also in there 
somewhere, with almost a 
page each to themselves! 

Christmas is now upon 
us and the CRASH office 
has been festivised, if that 
is the word for it (probably 
not). Old (well he is 20 - 
just!) Mr Ed finally opened 
his wallet (you should have 
seen the moths - as fat as 
Phil’s sheep!) and 
purchased some 
decorations for us to hang 
around the place. The only 
problem is that the ceiling 
is so low, and Mark Caswell 
is so high. He walked 
through the door the other 
















































day and almost hung 
himself on a string of tinsel! 
Never mind though, we all 
chipped in for a couple of 
new bolts to go through his 
neck (soriy, Mark). 

If you contributed to this 
bumper Playing Tips then 
thanks a million, and 


printed work wins their 
owners an Olibug (my desk 
has been swamped in the 
things for months now, so 
I’ll be glad to get rid of a 
few) and a signed ‘With 
Compliments’ slip from me 
(should be worth a bit in 
years to come!). 


How inconsiderate! 
There’s me babbling on 
and you wanting to get on 
with the tips, I won’t hold 
you any longer. Now say 
after me, ‘For what I’m 
about to receive, I am truly 
thankful’. I’ll see you at the 
end... 



Defence ElAcon . Shoot meN on Right colour 

fi*iLU£- ktUEPSE COW ACL foa 10 Sc CO NOS 
R£D ' SmaAt SoMg 

• Lose a Life 

GREEN = Gun XammEO Foa 10 Seconds 

C YAN* £xt Aa Life 

MELLON- Shields fop. 10 Seconds 


Gun En\PLAc£M£\tt, i.£. Anything that stays still ano shoots at 
Y ou. 


Set Path Nast/e, i.e. Nact/c that always fdllons the same Path. 
Tanks . A TYPE of Set Path PJast/e which Mom vt&r fast. 


Set Path Mad tie which tu&Js into a Homing Mastic j such as 
the Rot atino Nasties at the end of Level 1. 


50 


HomiN6 Nastie, 




Indicates nvm6M of Nasties 0 r waves of nasties, e g. xS ) x / 1ek. 



Homing Gun, i.e. Honing Mas tie which Cannot collide into 

YOU j SO SIMPLY FIRES AT YOU. 
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HOT TIPS FOR HOT SHOT 


That pinball/breakout offspr¬ 
ing, Hot Shot , was great fun if a 
bit difficult for the normal 
human-being - whenever you 
wanted the ball to go one way 
it always seemed to go the 
other! Well now you can try to 
better your score with these 
totally crucial tips from Stuart 
Ridge of Marazion. 

Level One 

The best person to have is Tojoi. 
When you start, shoot the ball up 
the side shoots or make a pass¬ 
age way through the bricks. Fire 
the ball up so it goes to the top 
of the arena and then turn your 
graviton guns the way you want 
the ball to go. After clearing all 
the bricks, fire the ball straight up 
so it hits the top of the arena (this 
gives you points) and keep doing 
this until the time limit is up. 

Bonus Stage 

The best way to get guaranteed 
points is to catch the ball, fire it 
straight up and move out of the 
way-the ball should then settle 
on the ground. Wait until the 
clock says about three seconds 
before running onto the ball kill¬ 
ing yourself (sounds risky, 
though). You will get a big 


bonus. 

Level Two 

This is quite a hard stage, it’s 
best to hold suck down and 
point the gun towards the ball at 
all times. If the ball goes into the 
plasma re-energisation point 
(the hole in the middle for the 
simple folk) then keep your gun 
still with suck down - moving it 
can move the ball out. 

Level Three 

Possibly the hardest of all the 
stages. Try to get the last brick 
as this gives you the bonus. If the 
computer/opponent gets it then 
it’s hard for you to qualify, or 
even get to the bonus stage. 

Level Four 

An easy stage, don’t kill the 
opponent until you get over 
80000; keep shooting the red 
bricks and replenishing them on 
the other side to build up points. 

Level Five 

The easiest stage of all if you’re 
playing against the computer. 
Just go to the end of your plat¬ 
form (the one that’s farthest from 
your opponent) and watch the 
computer kill itself. 


OVER LAND AND SEA 


There seems to be an abun¬ 
dance of car chase games 
around lately: there’s US 
Gold’s Roadblasters , the jeep 
section of 19 Part One - Boot 
Camp and the one we’re con¬ 
cerned with - Overlander. 
These are the only tips you’ll 
need, to really get that cus¬ 
tomised car of yours ripping 
over the land. There are from 
Wez of Walderslade which is a 
bit greener than the lands in 
Overlander. 


1 


On the first mission, choose 
the counterfeit money to start 
with, you’ll need the cash. 
You shouldn’t need to spend 
more than $2000 on fuel (or 
even less if you use the POKE 
printed elsewhere in this cor¬ 
nucopia of tips). (Even that 
isn’t in my Long Word Dictio¬ 
nary - LM.) 

Spend the rest of the money- 
on a turbocharger and three 
rounds of bullet-proofing 
(each round only protects 
you once). 

When the roadhogs come 
from behind, it is easier to 
bump them into the upturned 
cars on the roadside than 
shoot them. But when they 


come from ahead the oppo¬ 
site is the best method. 
When you know that the 
kamikaze bikers are about to 
appear, drive along one edge 
of the road. Then they will 
usually appear on the other 
side and sweep across the 
road in front of you, giving 
you the opportunity to shoot 
them. 

If you followed the earlier tips 
then you will have no special 
weapons. Therefore, when 
the pick-up trucks appear, 
line yourself up and hold the 
fire button down fora second 
or so. This will automatically 
fire two rounds and, only on 
the first level, this will be 
enough to destroy them. 
When choosing equipment 
the second time around 
armour plating is a must, and 
ram-plates will be a help (ar¬ 
mour makes you immune to 
bikers and each ram-plate 
will protect once when you 
crash into a barrier from 
Snake Canyon onwards). 
Lastly, when you do get to the 
barriers, SLOWDOWN. (Bet¬ 
ter to be safe than sorry as 
Lloyd’s granny is always 
reminding me.) 
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THE GREAT GUNSHIP EDITOR 


Gather round, gather round, 
here is the tip of the decade! 
Have you ever been playing 
that brilliant MicroProse simu¬ 
lation Gunship and wished you 
could be a Colonel with all the 
medals there was to have? 
Well now you can, and even 
cheat with this fantastic prog¬ 
ram from Peter Tan of Singa¬ 
pore. If you type it in (128K/+2 
and +3 users should select 
48K BASIC mode) and run it 
you can edit your service card 
and save the data to tape. 
Then load the game as normal 
and go to the option of loading 
in a new card. Load in your 
saved data and all those 
goodies will be yours. Easy! 

1 REM GUNSHIP EDITOR 
(C) 1988 PETER TAN 
FOR CRASH 

10 BORDER 0: PAPER 0: 
INK 7: CLS: GO SUB 
6000 

20 LET A$=“GUNSHIP 
EDITOR”: PRINT AT 
0,(32-LEN A$)/2; PAPEFI 
2; A$: PRINT AT 1,3; 
PAPER 1;“(C) 1988 
PETER TAN FOR 
CRASH” 

30 PRINT "TAB 3;“1) Dis¬ 
play Service 
Record”"TAB 3;“2) 
Load Service 
Record”"TAB 3;“3) 
Save Service 
Record”"TAB 3;“4) 
Alter Service 
Record”"TAB 3;“5)Exit 
Program” 

40 PRINT AT 18,7; FLASH 1; 
“PRESS KEY TO 
SELECT” 

50 LET l$=INKEYS: IF 
l$=“” OR (l$<“1 ” OR 
l$>“5”) THEN GO TO 50 
60 GO TO (1e3*VAL 1$) 
1000 REM DISPLAY 
1010 CLS: PRINT TAB 9; 

PAPER 2; INK 6; “SER¬ 
VICE RECORD” 

1015 PRINT “Name: ”; 

1020 LET A$=“”: FOR 
N=40000 TO 40019: 
LET A$=A$+(CHR$ 
PEEK N AND PEEK 
N>31): NEXT N: PRINT 
A$ 

1030 PRINT “Rank: GO 
SUB 6100: PRINT A$ 
1040 PRINT “Score: 
”;(PEEK 

40021 +256+PEEK 
40022)+10 
1050 PRINT “Cheat: 

”;(“YES” AND PEEK 


40049)+(“NO” AND 
NOT PEEK 40049) 

1060 PRINT“MIA: YES” 

AND PEEK 
40046)+(“NO” AND 
NOT PEEK 40046) 

1062 PRINT “KlA: ”;(“YES” 
AND PEEK 
40047)+(“NO” AND 
NOT PEEK 40047) 

1065 PRINT “Service 

Reprimands: ”;PEEK 
40023 

1070 PRINT INK5;“MED- 
ALS: ” 

1080 RESTORE 6500: REM 
MEDALTABLE 
1090 FOR N=40024 TO 
40035: READ A$ 

1100 IF PEEK N<>0 THEN 
PRINT PEEK N;“ ”;A$ 
1110 NEXT N 
1200 PRINT #0; PAPER 6; 
INK0;“ PRESS ANY 
KEY TO CONTINUE ” 
1210 IF INKEY$=“” THEN 
GO TO 1210 
1220 CLS: GO TO 20 
2000 REM LOAD 
2010 RANDOMIZE USR 

23296: CLS: GO TO 20 
3000 REM SAVE 
3010 PRINT #1 “Start tape 
then press any key”: 
PAUSE 0: INPUT 
3020 RANDOMIZE USR 

23310: CLS: GO TO 20 
4000 REM ALTER 
4010 CLS: PRINT TAB 12; 
PAPER 4; INK 
0;“ALTER ” 

4020 PRINT “1) Name”,“4) 
Medals”'“2) 

Rank”,“5) Srvce 
Repmnd”'“3) 

Score”,“6) Cheat.7) 

KIA”,“8) MIA.9) 

Exit” 

4030 PRINT AT 8,7; FLASH 
1; INK 6;“PLEASE 
SELECT KEY” 

4040 LET l$=INKEY$: IF 
l$=“” OR (l$<“1” OR 
l$>“9”) THEN GO TO 
4040 

4050 PRINT AT 8,0„: GO TO 
(100* VAL l$+4e3) 
4100 INPUT “NAME (MAX 
15 LETTERS)? LINE 
AS 

4110 IF A$=“” OR LEN 
A$>15THEN GO TO 
4100 

4120 FOR N=1 TO LEN A$: 
POKE 39999+N, CODE 
A$(N): NEXT N 
4130 FOR N=(LEN A$)+1 
TO 15: POKE 
39999+N,0: NEXT N 


4150 GO TO 4030 
4200 RESTORE 6110: FOR 
N=1 TO 8: READ A$ 
4210 PRINT #0;A$;“ (Y/N)” 
4220 LET l$= INKEYS: IF 
l$o“y” AND 
l$<>“Y” AND 
l$o“n” AND 
l$o“N”THEN GOTO 
4220 

4230 IF l$=“y” OR l$=“Y” 
THEN POKE 40020,(N- 
1): INPUT GO TO 
4030 

4240 INPUT“ ”: NEXT N: GO 
TO 4030 

4300 INPUT “ENTER 
SCORE: ”;SC 

4310 RANDOMIZE (SC/10): 
POKE 40022, PEEK 
23671: POKE 40021, 
PEEK 23670 
4320 GO TO 4030 
4400 RESTORE 6500: FOR 
N=40024 TO 40035: 
READ AS 

4410 PRINT AT 10,0; PEEK 
N' “ ”-A$ 

4420 INPUT “HOW MANY 
OF THIS? ”;M: IFM<0 
OR M>255THEN GO 
TO 4420 

4430 POKE N,M: PRINT AT 
10,0;M: PRINT 
#1;“ PRESS ANY KEY 
TO CONTINUE”: 
PAUSE 0 

4440 NEXT N: PRINT AT 
10,0„: INPUT””: GO 
TO 4030 

4500 INPUT “NO OF SER¬ 
VICE REPRIMANDS 
WANTED?”'SR: IF 
SR<0 OR SR >255 
THEN GO TO 4500 
4510 POKE 40023,SR: GO 
TO 4030 

4600 INPUT “CHEAT (Y/ 
N)?”;A$: IFA$=“” OR 
A$o“y” ANDA$<> 
“n” AND A$ <> “Y” 
ANDA$o“N”THEN 
GO TO 4600 

4610 IF A$=“y” OR A$=“Y” 
THEN POKE 40049,45: 
GO TO 4030 

4620 POKE 40049,0: GO TO 
4030 

4700 INPUT “KIA (Y/N)?”; 
LINE AS: IF A$=“” 
THEN GO TO 4700 
4710 IF A$=“y” OR A$=“Y” 
THEN POKE 40047,1 
4720 IF A$=“n” OR 

A$=“N” THEN POKE 
40047,0 

4730 GO TO 4030 
4800 INPUT “MIA (Y/N)?”; 
LINE A$: IF A$=“ ” 


THEN GO TO 4800 
4810 IFA$=“y”ORA$=“Y” 
THEN POKE 40046,1 
4820 IF A$=“n” OR 

A$=“N”THEN POKE 
40046,0 

4830 GO TO 4030 
4900 CLS: GO TO 20 
5000 REM EXIT 
5010 FLASH 1: CLS: FLASH 
0: PRINT AT 
10,12;“BYE BYE!” 

5020 RANDOMIZE USR 0 
6000 REM LOAD AND SAVE 
6010 RESTORE 6020: FOR 
N=23296 TO 23323: 
READ A: POKE N,A: 
NEXT N 
6020 RETURN 
6030 DATA 55, 62, 255,221, 
33,64,156,17,52,0, 
205,86, 5, 201,167, 62, 
255,221,33,64,156, 

15,52, 0, 205,194,4, 
201 

6100 RESTORE 6110: FOR 
N=1 TO (PEEK 
40020)+1: READ A$: 
NEXT N 

6110 DATA “SGT”, “WOI ”, 
“2ND LIEUT”, 

“CAPT”, “MAJ”, 
“LT.C”, “COL” 

6120 RETURN 

6500 DATA “NATIONAL 

DEFENCE SERVICE”, 
“SOUTHEAST ASIA 
CAMPAIGN”, “CEN¬ 
TRAL AMERICA CAM¬ 
PAIGN” 

6510 DATA “MIDDLE EAST 
CAMPAIGN”,“WEST¬ 
ERN EUROPE CAM¬ 
PAIGN”,“AIR 
MEDAL”,“PURPLE 
HEART” 

6520 DATA “ARMY COM¬ 
MENDATION 
MEDAL”,“BRONZE 
STAR OF VAL¬ 
OUR”,“SILVER 
STAR”,“DISTIN¬ 
GUISHED SERVICE 
CROSS”," CONGRES¬ 
SIONAL MEDAL OF 
HONOUR” 
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ALL-TIME GREAT POKES 


Remember that free booklet in 
the October issue? Well, as 
you all naturally went out and 
bought every game on our list 
I thought I’d be a good soul, 
and print the all time great 
POKEs for the games, so you 
could enjoy them even more 
than before. I’ve delved into 
the back issues and brought 
them all up to date, just for 
you. 

3D 

DEATHCHASE 

INVINCIBLE 


5 MEM DEATHCHASE 

6 REM TIM DEILY 
10 FOR G=32740 TO 

32758: READ A: POKE 
G,A: NEXT G 
20 RANDOMIZE USR 
32740 

30 DATA 62,255,55,17,72, 
63 

40 DATA 221,33,0,64,205, 
86 

50 DATA 6, 62, 0, 50, 95, 
103, 201 


ATIC ATAC 

INFINITE LIVES 


10 LOAD “’’SCREENS 
20 LOAD “’’CODE: LOAD 
“’’CODE: LOAD 
“’’CODE 

30 POKE 36519,0 
40 POKE 35353,0 
50 POKE 39092,92 
60 PRINT USR 23424 










ZYNAPS 

INVINCIBLE & LIVES 


6 REM ZYNAPS POKE 
20 REM BY MEL THE 
CHEAT 

30 BORDER 0: PAPER 0: 
INK 7 

40 CLEAR 32767 
50 LET 1=62 
60 INPUT “HOW MANY 
LIVES (1-255)?”;N 
70 INPUT “INVINCIBLE (Y/ 
N)?”;A$ 

80 IF A$=“Y” THEN LET 


1=201 

90 PRINT AT 11,0;“START 
ZYNAPS TAPE FROM 
START” 

100 LOAD“”CODE 
110 POKE 64531,214 
130 RANDOMIZE USR 
64512 

140 POKE 65115,15 
150 FOR 1=23311 TO 23323 
160 READ A: POKE F,A: 
NEXT F 

170 DATA 62,N,50,208,175 
180 DATA 62,1,50,95,155 
190 DATA 195,0,128 
200 RANDOMIZE USR 
65082 


MIKIE 

INFINITE LIVES 


10 BORDER 0: PAPER 0: 
INK0 

20 CLEAR 65535 

30 RESTORE 

40 LET TOT=0: LET B=1 

50 FOR N=23296 TO 
23457: READ A: POKE 
N,A 

60 LET TOT=TOT+A^B: 
LET B = B+1 

70 NEXT N 

80 IF TOT= 1547454 THEN 
PRINTINK7;“ERROR IN 
DATA”:STOP 

90 PRINT INK 7;AT 
9,4;“PLAY IN MIKIE 
MASTER TAPE”;AT 
11,10;“FROM THE 
START” 

100 RANDOMIZE USR 
23296 

1000 DATA 237, 091,083, 
092, 042 

1010 DATA 089, 092, 043, 
205, 229 

1020 DATA 025, 221,033, 
224, 091 

1030 DATA 017, 017, 000, 
175 055 

1040 DATA 205, 086, 005, 
042, 083 

1050 DATA 092, 237, 075, 
235 091 

1060 DATA 205, 085, 022, 
221,042 

1070 DATA 083, 092, 237, 
091 235 

1080 DATA 091,062, 255, 
055, 205 

1090 DATA 086, 005, 042, 
083, 092 

1100 DATA 017, 050, 002, 
025, 017 

1110 092,043,205,229 

1020 DATA 025, 221,033, 


224, 091 

1030 DATA 017, 017, 000, 
175 055 

1040 DATA 205, 086, 005, 
042, 083 

1050 DATA 018, 248, 001, 
105, 002 

1120 DATA 205,139,091, 
205,126 

1130 DATA 091,033, 064, 
248, 017 

1140 DATA 064, 247, 001, 
128, 000 

1150 DATA 237,176,062, 

247, 050 

1160 DATA 089, 247, 050, 
093 247 

1170 DATA 050,101,247, 
050,121 

1180 DATA 247, 062, 201, 
050,122 

1190 DATA 247, 205, 064, 
247 033 

1200 DATA 113, 091,017, 
086, 250 

1210 DATA 001,013, 000, 
237,176 

1220 DATA 195, 020, 250, 
175, 033 

1230 DATA 138,159, 006, 
006,119 

1240 DATA 035, 016, 252, 
049,118 

1250 DATA 105, 062, 249, 
050,161 

1260 DATA 091,033, 064, 

248, 229 

1270 DATA 209, 001,059, 
002, 058 

1280 DATA 161,091, 206, 
010, 056 

1290 DATA 011,050,161, 
091,174 

1300 DATA 119, 237,160, 
234 139 

1310 DATA 091,201,198, 
128, 024 

1320 DATA 241,193 



ROLLER 

COASTER 

INFINITE LIVES 


10 RESTORE 
20 FOR N = 23300 TO 

23326: READ A: POKEN, 
A: NEXT N 

30 DATA 243,049,232,096, 
175 

40 DATA 253,033,255,090, 
033 

50 DATA 000,250,205,093, 
250 

60 DATA 175,033,242,142, 
119 

70 DATA 035,119,035,119, 
195 

80 DATA 060,140 
90 PRINT AT 4,13; FLASH 
1;“SELECT” 

100 PRINT AT 8, 7;“1 
UNLIMITED LIVES” 

110 PRINT AT 10, 7;“2 
NUMBER OF LIVES” 

120 PRINT AT 15, 8;“PRESS 
KEY 1 OR 2” 

130 LET A$=INKEY$: IF 
A$=“”THEN GOT0130 
140 BEEP .1,1: IF A$=“1 ” 
OR A$=“2”THEN GO 
TO 130 

150 IF A$=“1 ” THEN GO 
SUB 200 
160 CLS 

170 PRINT AT 9,3;“PLAY IN 
ROLLER MASTER 
TAPE”;AT 
11,10;“FROM THE 
START” 

180 LOAD “’’CODE 
190 RANDOMIZE USR 
23300 
200 CLS 

210 PRINT AT 9,2;“ Enter No. 

of Lives (10 to 255)” 

220 INPUT B$: BEEP .1,1 
230 IF B$=“” THEN GO TO 
220 

240 FOR C=1 TO LEN B$ 
250 IF B$(C)=“0” OR 

B$(C)=“9”THEN GOTO 
220 

260 NEXT C 

270 LET LIVES=VAL B$ 

280 IF LIVES=10 OR 

LIVES=255 THEN GO 
TO 220 

290 FOR N=23315 TO 
23322: READ A: POKE 
N,A: NEXT N 

300 DATA 062, LIVES, 050, 
076,152 

310 DATA 195, 060,140 
320 RETURN 
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Cor, this Peter Stavers bloke is good. All the maps he sends in are 
covered in excellent artwork, and you can still make out all the 
details to help you while playing the game. Here is his great map 
of Joe Blade II, well done Stav! 
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I?u“Acfeg|> 


Half of the letters I receive 
must be about that brilliant 
Romantic Robot invention, the 
Multiface 1. Over the last few 
months I have been sent 
pages and pages of the POKEs 
and there have been some let¬ 
ters from people wanting to 
know exactly what a Multiface 
POKE is and how to put them 
into the computer. Well, here 


especially for those people is 
an explanation and an A-Z of 
Multiface POKEs to ponder 
over. The senders of this little 
lot are Daniel Harper of Wad- 
dington and Nicholas Pirie of 
Flamstead. Oh, by the way, ‘n’ 
means you have to put in the 
number of lives you want 
(maximum number is 255). 



Action Force II Energy 51454,36 
Ace Immortality 32506,0+32507,0+32508,0 
Ad Astra Better Fire Power 28591,0+282592,0+28593,0 
Agent X Time & Lives 26099,0+25917,0 
Agent X II Lives (Part 1) 57821,0 
Lives (Part 2) 62499,0 
Lives (Part 3) 50561,0 
Ah Diddums Lives 24942,n 
Airwolf2 Lives 53471,0 
Alien 8 Immortality 43735,201 

Alien Highway Immunity &Time 39443,0+39142,0+35125,0 
Aliens Ammo 31014,0 

No Capture 30768,0+34484,195 
Amaurote No Bomb Bounce 46192,0 
Amazon Women Lives 57690,183 
Android Lives 52250,32 
Arcadia Lives 25776,0 
Arkanoid Lives 33702,0 
Army Moves Lives (Part 1) 54597,0 
Lives (Part 2) 53772,0 
Athena Megajumps 50267,0 
Time 55268,61 
Lives 51212,0 

Attack Of Killer Tomatoes Time 25323,0 
Lives 49433,81 

Auf Wiedersehen Monty Immunity 42160,201 
Walk On Water 37002,0 



The Crucial Guide To 
Multi facing 

To start with you must have 
either a Multiface 1, 128 or 3 
depending on your computer. 
You then have to load the game 
as usual using the command 
load or the TAPE LOADER 
option on the 128K, +2 and +3. 
When it has loaded, press the 
red button on top of the Mul¬ 
tiface to freeze the program. 
Now you must type t for tool. 


You should now get the menu 
that allows you to insert a POKE. 
Type space and enter the 
number of the address you want 
to POKE (the five figure one). 
Type in the figure that follows it 
(0-255) and press enter. If you 
want to enter more than one 
POKE then press space again 
and insert another one. When 
you have finished press q and r 
to return to the program. There, 
simple isn’t it? 



Car Wars Lives 32337,0 
Catch 23 Ammo 46813,0 


Bombs 61635,0 
Cauldron Lives 40060,0 
Cauldron II Lives 52133,0 
Chiller Lives 34025,0 
Chuckie Egg Lives 42873,0 
Chuckie Egg 2 Lives 35453,0 
Cobra Lives 36515,183 
Critical Mass Energy 56879,0 
Crystal Castles Lives 63763,0 
Cybernoid Lives 24917,255 
Cybernoid II Ammo 32202,0 


- 

Dan Dare Energy 23974,168 
Dan Dare 2 Time 23453,237 
Lives 23450,212 

Death Wish 3 The Lot! 38678,183+39353,183+43301,183 

Deflektor The Lot! 34473,0+41784,0+42707,201 

Dizzy Immunity 54216,0 

Driller Energy 48246,0 

Druid Energy 24890,201 

Druid 2 Energy 30012,58 

Dragon’s Lair Lives 51867,0 



Basil The Great Mouse Detective 
Batman Lives 36798,0 
Batty Lives 47633,n 
Bionic Commando Lives 34690,0 
Booty Lives 58294,0 
Bounder Lives 36610,0 
Bubbler Lives 57517,0 
Bobby Bearing Lives 28094,36 
Bubble Bobble Lives 43871,52 
Bombjack II Lives 25379,0 
Barbarian (Palace) Lives 51005,n 
Barbarian (Psygnosis) Lives 27680,n 


Elite (48) Dead Aliens 46848,201 
Enduro Racer Time 43542,0+43643,0 
Exolon Immunity 38120,201 
Ammo 31646,0 
Grenades 35456,0 
No Nasties 42338,0 
No Cannon Fire 36845,0 
Lives 38221,0 

Eskimo Eddie Lives 24686,24+24687,76 
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Fat Worm Immunity 30624,201 
Firelord Lives 34509,0 
Freddy Hardest Lives (Part 1) 64011,24 
Lives (Part 2) 61607,183 
Future Knight Energy 31683,0 
Fairlight 2 Energy 30429,0 
No Locked Doors 32027,24 
Carry Anything 31341,0 
Firefly Lives 44997,255 
Flying Shark Lives 54462,201 
Smart Bombs 54379,3 

Q 

Ghosts’N’Goblins Lives 33352,201 
Extra Speed 33433,201 
Goonies Lives 33400,183 
Great Gurianos Lives 34962,0 
Green Beret Lives 42076,0 
Gryzor Lives 33015,n 
Great Escape, The Energy 41953,183 
Garfield No Hunger 33595,0 
Gyroscope The Lot! 53887,201+59149,0 
Gothik Lives 43934,58+42110,58 




Stand by all you adventurers 
because I, Nick Roberts, the 
Warlock of the West, have got 
a feast of adventure tips, 
POKEs and maps that were 
too big to be printed in Sam¬ 
ara’s Sign Stumps this month. I 
have a map of that great adv¬ 
enture, RigeTs Revenge 
delightfully drawn by Robin 
Lincoln and Sarah Wills. Sarah 
also enclosed a few of pic¬ 
tures of herself to accompany 


the map. You get the formal 
one, I get the rest! I certainly 
hope we will be seeing more 
of Sarah in the future (not like 
that, Dorn!). There’s also a 
POKE for one of the first adv¬ 
entures I ever played, Lords Of 
Midnight which does almost 
everything you could wish for. 
Plus a multitude of tips. So 
venture into that jungle of tips 
my friend ... 


LORDS OF MIDNIGHT 


Head Over Heels Immunity 43132,0 
Lives 42195,0 
Super Jumps 35315,0 
Hysteria Invincible 44588,201 
Heist 2012 Lives 36106,12+36190,12 


i 

Indiana Jones And The Temple Of Doom Lives 33948,0 
I, Ball 2 Lives 43384,n 
Time 49483,0 

Ikari Warriors Invincible 40272,0 
Impossaball Lives 41185,0 
Time 37706,0+37539,0 

Into The Eagles’Nest Ammo 36640,0+36641,0 
Keys 40512,0+40513,0 
Hits 41136,0+41137,0 
Explosives 40096,195 
Time 36640,0+33641,0 




Jack The Nipper Immunity 44278,58+44285,58 
Jack The Nipper II Lives 43251,0 
Jailbreak Lives 50651,0 
Joe Blade Stops The Clock 65026,50+38506,0 
Doors Unlocked 65029,50 
No Enemies 65032,50 
Energy 65035+37797,0 
Judge Dredd Lives 24936,24 



Karnov Lives 32972,0 
Knightmare Energy 38686,16+38693,16 
KokotoniWilf Lives 42214,n 
Krakout Lives 46565,0 
Kai Temple Lives 47783,0+47824,0 
Killer Ring Lives 33636,0 
KosmicKanga Lives 36212,0 


urr! 

TtfvS ix>r oM Pft#T6o! 



5 REM LORDS OF MID¬ 
NIGHT POKES BY 
KM JONES 

10 BORDER 0: PAPER 7: 
INK 7: CLS: PRINT 
PAPER 0; INVERSE 
1 ;“Start Midnight tape”: 
LOAD “’’CODE 16384 
20 LET 1=23317 
30 READ J: IF J<>256 
THEN POKE l,J: LET 
1=1 + 1: GO TO 30 
40 RANDOMIZE USR 
23300 

100 REM CONTROL 
EVERYONE 

110 DATA 33, 0, 0, 34,148, 
96, 34, 97, 253, 34, 99, 
253 

120 REM NOT KILLED BY 
WOLVES 

130 DATA 62,195, 50,146, 
100,33,187,100,34,147, 
100 

140 REM MOVE AT NIGHT 
150 DATA 33, 0, 0, 34, 224, 
98, 34, 225, 98 
160 REM NEVER BECOME 
TIRED (one for all you 
editors out there - Ed) 

170 DATA 62,195,50,90,99, 
33,108,99,34,91,99,62, 
249, 50, 75,100 
180 REM ANYONE CAN 
HIDE (but you can’t 
escape - Ed) 

190 DATA 62,195, 50,194, 
253,33,215,253,34,195, 
253 

200 REM RECRUIT FROM 
ANY RACE 

210 DATA 33, 0, 0, 34, 73, 
254,175, 50, 237, 253 


220 REM INFINITE SHEL¬ 
TER (for all my sheep - 
Phil) 

230 DATA 62,66,50,21,100, 
62,57,50,30,100,62,47 
240 DATA 50,40,100,62,36, 
50,51,100,62,19,50,68, 
100 

250 REM END MARKER (DO 
NOT DELETE) 

260 DATA 195,117, 96, 256 

All you have to do is delete the 
lines that you don’t want. This 
is what each one does ... 

Control everyone: using this 
POKE, you are able to move 
characters you haven’t 
recruited. 

Not killed by wolves: with this 
one you are safe - even if you 
don’t have an army - as far as 
wolves, skulkrin, dragons and 
ice trolls are concerned. 

Move at night: using this you 
could complete your quest in 
one day (or night). 

Never get tired: using this you 
can move without ever needing 
to rest or shelter. 

Anyone can hide: this enables a 
character to hide, even though 
the character has 2400 warriors 
and riders or if he is Morkin. 
Recruit from any race: with 
this, Chimeril could recruit 
Utarg’s men, Thimrath could 
recruit riders from the Citadel or 
Xajorkith .. . you can even 
recruit Doomdark’s men! 

Infinite shelter: using this POKE 
you are able to use shelter, Wat¬ 
ers of Life, guidance etc without 
them ever running out. 
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E WHO YOU WANT TO BE. 



WITH A SINCLAIR ZX SPECTRUM YOU CAN AFFORD 
TO LET YOUR IMAGINATION RUN WILD. 

While you’re a daring motorbike rider or the all- 
conquering intergalactic warrior, you’re gaining price¬ 
less experience in handling computers. 



ZXSPECTRUM+3. £199 


Loading games is quick and easy with the built-in 
disk-drive. You’ll be in the thick of the action in 
seconds. And the fantastic 128K memory gives you 
the power to outsmart the most sophisticated enemy. 

Get to grips with the latest high-tech graphics 
on the multitude of games available (six of which 
come free). There’s also a free joystick to give you 
ultimate control. And at only £199, you’re bound to 
save the earth. 



ZX SPECTRUM+ 2. £139 


The amazing ZX Spectrum +2 has a built-in datacorder 
- to save you the bother of tape recorders and leads. 
The advanced 128K memory helps you get the most 
from the hundreds of games available. 

Every model comes complete with six free 
games to start you off, and a free joystick to really 
get you into the action. 

With the advanced Sinclair technology you can 
afford to let your imagination go wild. Because at 
£139, only your enemies pay heavily. 

Available at participating branches of: Allders, Clydesdale, 
Comet, CO-OP/CRS, Currys, Dixons, Gateway Superstores, 
Hughes TV & Video, JLP, Laskys, Peter B Ledbury, John 
Menzies, R.V.S. Ltd, Tandy, and all good stockists. 

R.R.P. Prices (inc. VAT) correct at 1.9.88. Prices subject to change without prior notice. Products subject 
to availability. All software subject to licence. Sinclair is the registered Trademark and ZX Spectrum 
+ 2/+3 the Trademarks of Amstrad pic. © 1988 Amstrad pic. All rights reserved. 



Please tell me more about the SINCLAIR ZX Spectrum Range C2 
Name __ 

Address_ 


I already own a Sinclair YES/NO__ 

Amstrad pic, P.O. Box 462, Brentwood, Essex CM14 4EF. Tel: (0277) 262326. 


















^bu don’t need 
a computer to 

work out how good 
these offers are. 



Buy this and get a free Gremlin game. 



Buy this and enter 
a free trip to New York competition. 



Buy this and get a free Kixx game. 

It's no secret where you'll find the 
best offers on these compilations. Because 
now Boots are giving the game away. 

To get yours, all you have to do is 
send in the form when you buy either 
Megagames or Giants. 

Buy The In Crowd, on the other hand, 
and you could end up in New York. 

A two week trip to the Big Apple 
is the prize you stand to win if you can 
answer five questions correctly. 

But whatever you do, don't play a wait¬ 
ing game. Offers close on February 28th. 


A better buy at wVjjik 
































































Infinite mines and mis - 
sites for my 


It’s silly Christmas song time 
with that well known little ditty, 
The Twelve Days Of Christmas 
but this one is slightly differ¬ 
ent, it’s The Twelve POKEs Of 
Christmas! Who knows, 
perhaps it will be Christmas 
number one! The contributors 
to this feast of fun are the great 
favourites The Tefal Men and 
The Howdon Hackers who have 
been joined by Anthony 
Johnson from London, AJA 
also from London, Chish ’N’ 
Fips from a frying pan (!) and 
Kevin Southern of Newtown 
(Powys). So song books at the 
ready and here we go ... 

For the first POKE of Christ¬ 
mas my true love gave to 
me... 

Infinite time on the 
assault course in 

19 PART ONE- 
BOOT CAMP 

10 REM 19 PART ONE - 
BOOT CAMP HACK 

20 BY ANTHONY 
JOHNSON 

30 CLEAR 24477: LOAD 
“"CODE 

40 POKE 23730,179: POKE 

OQ7Q1 QC 

50 POKE 24687,21: POKE 
24688,250 

60 FORA=60021 TO 60057: 
READ B: POKE A,B: 
NEXT A 

70 RANDOMIZE USR 
24500 

80 DATA 33, 30, 250, 34, 
135,130 

90 DATA 195, 211,128, 33, 
50, 250,17, 250 
100 DATA 95,1,10, 0, 237, 
176, 33 

110 DATA 250, 95, 4,191, 
134,195 

120 DATA 211,128, 62, 58, 
50,160 

130 DATA 148,195, 69,125 


For the second POKE of 
Christmas my true love gave 
to me ... 


ARCTIC FOX 


10 REM ARCTIC FOX 
HACK 

20 REM BY ANTHONY 
JOHNSON 

30 LOAD “"CODE 64000 
40 POKE 64056,20: POKE 
64057,254 

50 FOR A=65044 TO 65053: 
READ B: POKE A,B: 
NEXT A 

60 DATA 175, 50, 66,196, 
50, 244 

70 DATA 192,195,192,93 


For the third POKE of Christ¬ 
mas my true love gave to 
me... 

Infinite lives and arrows 
for Psygnosis’s 

BARBARIAN 


10 REM BARBARIAN 
(Psygnosis) HACK 
20 REM (C) AJA 
30 LOAD “"CODE: POKE 
39830,12: POKE 
39831,250 

40 RANDOMIZE USR 
39680: POKE 37480,36 
50 FOR F=64000 TO 64007: 
READ A: POKE F,A: 
NEXT F 

60 RANDOMIZE USR 
64000 

70 DATA 175, 50, 214,148, 
195,102, 237,0 


For the fourth POKE of Christ¬ 
mas my true love gave to me 

vIrus 

and some infinite lives 
and bombs 


10 REM VIRUS HACK 
20 REM BY ANTHONY 


JOHNSON 

30 CLEAR 49000: LOAD 
“"CODE 

40 POKE 52564,205: POKE 
52565,20: POKE 
52566,128 

50 FOR A=32788 TO 32846: 
READ B: POKE A,B: 
NEXT A 

60 RANDOMIZE USR 
52480 

70 DATA 50, 21,255,122, 
254 46 

80 DATA 192,62,50,50,84, 
205, 33 

90 DATA 21,255, 34, 85, 
205, 62 

100 DATA 195, 50, 58, 252, 
33, 52 

110 DATA 128, 34, 59, 252, 
195,0 

120 DATA 252, 50, 107, 92, 
33, 69 

130 DATA 128,17,160, 252, 
1,15,0 

140 DATA 237,176,195, 61, 
252,175 

150 DATA 50,145,175, 50, 
203,147 

160 DATA 195,184,153 


For the fifth POKE of Christ¬ 
mas my true love gave to 
me... 

Infinite lives in that 
Smashing beat-’em-up 

LAST NINJA II 


10 REM LAST NINJA II 
HACK 

20 REM BY CHISH ’N’ FIPS 
FOR CRASH 88 
30 PAPER 0: INK 7: 

BORDER 0: CLS 
40 CLEAR 32768: PRINT AT 
10,6; FLASH 1; “LAST 
NINJA II POKE!" 

50 LOAD “"CODE 65088 
60 POKE 40777,0 
70 FOR A=65362 TO 1e9 
80 READ B: IF B<>999 
THEN POKE A,B: NEXT 
A 

90 RANDOMIZE USR 
65088 

100 DATA 175, 50, 73,159 
110 DATA 195, 253,115, 999 


For the sixth POKE of Christ¬ 
mas my true love gave to me 

SAMURAI 

WARRIOR 


10 REM SAMURAI 
WARRIOR HACK 
20 BY THE TEFAL MEN 
30 FOR F=40192 TO 40448 
40 POKE F,158: NEXT F 
50 LETT=0 

60 FOR F=40599 TO 40654 
70 READ A: POKE F,A 
80 LETT=T+A 
90 NEXT F 
100 IFTO8120 THEN 
PRINT “ERROR IN 
DATA”: STOP 
110 PRINT AT 11,1;“START 
SAMURAI TAPE FROM 
BEGINNING" 

120 DATA 62,157, 237, 71, 
237 94 

130 DATA201,229,213,197, 
245 

140 DATA 175,50,18,93,58, 
189 

150 DATA 93, 254,195, 32, 
18 33 

160 DATA 197,158,17,189, 
93 1 

170 DATA 15,0,237,176,62, 
63 

180 DATA 237, 71,237, 86, 
243, 241 

190 DATA 193,209,225,255, 
201 

200 DATA 175, 50, 245,128, 
50 234 

210 DATA 147,195, 212,127 
220 LOAD “” 


For the seventh POKE of 
Christmas my true love made 
me... 

Invincibility and infinite 
time on 

SABOTAGE 


10 REM SABOTAGE HACK 

20 REM HOWDON 
HACKERS’88 

30 CLEAR 32767: LET 
T=5509 

40 FOR F=50300 TO 50347 
50, 21,255,122, 254, 46 

80 DATA 192,62,50,50,84, 
205, 33 

90 DATA 21,255, 34, 85, 
205, 62 

100 DATA 195, 50, 58, 252, 
33, 52 

110 DATA 128, 34, 59, 252, 
195,0 

120 DATA 252, 50,107, 92, 
33 69 

130 DATA 128,17,160, 252, 
1,15,0 

140 DATA 237,176,195, 61, 
252,175 

150 DATA 50,145,175, 50, 
203,147 

160 DATA 195,184,153 


with infinite lives (such a 
nice girl) 

CRASH Christmas Special 1988 49 





































For the eighth POKE of Christ- 
mas my true love gave to 
me... 

IKARI 

WARRIORS 

with infinite lives 


120 DATA 62,157, 237, 71, 
237, 94 

130 DATA 201,229,213,197, 
245 

140 DATA 175,50,18,91,58, 
172 

150 DATA 91,254,195, 32, 
18,33 

160 DATA 197,158,17,172, 
91,1 


5 REM IKARI WARRIORS 
HACK 

6 REM BY KEVIN SOUTH¬ 
ERN 

10 CLEAR 24999 
20 LOAD “’’CODE 
30 POKE 65226,250 
40 FORF=64000 T064025: 
READ A: POKE F,A: 
NEXT F 

50 RANDOMIZE USR 
64723 

60 DATA 62,190,50,176, 
243, 62 


170 DATA 15,0,237,176,62, 
63 

180 DATA 237, 71,237, 86, 
243, 241 

190 DATA 193,209,225,255, 
201 

200 DATA 62,58, 50,158, 
171,50 

210 DATA 126,164,195,0, 
160 

220 RANDOMIZE USR 
40599 

230 LOAD 


70 DATA 0,170,158,62,58, 
50 

80 DATA 127,144, 50,165, 
147, 62 

90 DATA 50,50,6,147,195, 
0, 91 

For the ninth day of Christmas 
my true love gave to me ... 
Infinite life force in 

GOTHIK 


10 REM GOTHIK HACK 
20 REM BY THE TEFAL 
MEN 

30 FOR F=40192 TO 40448 
40 POKE F,158: NEXT F 
50 LETT=0 

60 FOR F=40599 TO 40655 
70 READ A: POKE F,A 
80 LETT=T+A 
90 NEXT F 
100 IFT<>7711 THEN 
PRINT “ERROR IN 
DATA”: STOP 
110 PRINT AT 11,0;“START 


For the tenth POKE of Christ¬ 
mas my true love gave me 

THING 

with infinite energy and 
ammo (funny girl) 


10 REM THING HACK 
20 REMHOWDON 
HACKERS’88 
30 CLEAR 32767 
40 LOAD “’’CODE 65088 
50 POKE 65109,217 
60 POKE 65092,118 
70 POKE 65361,88 
80 FOR F=65482 TO 65519 
90 READ A: POKE F,A 
100 NEXT F 
110 RANDOMIZE USR 
65482 

120 DATA 195,64,254, 33, 
219 255 

130 DATA 17,104,255,1,15, 
0 

140 DATA 237,176,195, 44, 
255 
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150 DATA 50,85,154,50,231 
160 DATA 117, 50, 97,125, 
50,64 

170 DATA 127,195, 0,150, 
127 

180 DATA 72, 72, 39, 56,56 


For the eleventh POKE of 
Christmas my true love gave 
to me some ... 

SKATEBOARD 

KIDZ 

with infinite lives (but they 
weren’t mine) 


10 REM SKATEBOARD 
KIDZ 

20 REM 48/128 SIDE A OR 
B 

30 REM HOWDON HAC¬ 
KERS ’88 
50 CLEAR 32767 
60 LET T=605487: LET 
W=108 

70 FOR F=32768 TO 32875 
80 READ A: LETT=T-W*A 
90 LETW=W-1: POKE F,A 
100 NEXT F 

110 IF T<>0 THEN STOP 
120 PRINT AT 11,5;“ PLAY 
TAPE FROM START” 
130 LOAD “’’CODE 52480 
140 CLS: RANDOMIZE USR 
32768 
150 REM 

160 DATA 49, 246,94, 33, 0, 
205 

170 DATA 17, 212,128, 6, 2, 
237 

180 DATA 176, 62,195, 33, 
27,128 

190 DATA 50,34,129,34,35, 
129 

200 DATA 195,212,128,122, 
254,46 

210 DATA 221, 33, 62,205, 
126, 40 

220 DATA 6,33,239,128, 
195, 37 

230 DATA 129,230,7,60,50, 
21 

240 DATA 255,33, 64,128, 
62,195 

250 DATA 50, 50,93,34, 51, 
93 

260 DATA 20,195, 0,93,33, 
96 

270 DATA 128,17,187, 93, 

26, 254 

280 DATA 195, 202, 79,128, 
17 239 

290 DATA 93,1,7,0,237,176 
300 DATA 62,33,50,50, 93, 
237 

310 DATA 67,51,93,195,53, 
93 

320 DATA 175, 50,123,100, 
195,0 


330 DATA 100,127, 72, 72, 
56,56 


For the twelfth POKE of 
Christmas my true love gave 
to me ... 

FURY 

and an infinite shield, fuel 
and a cash boost (just 
what I needed!) 


10 REM THE FURY HACK 

20 REMHOWDON 
HACKERS’88 

21 REM TO BOOST CASH 
POSITION CURSOR AT 
18-06 AND PRESS S 
AND D, YOU WILL GET 
£50,000 

30 CLEAR 29000 
40 LET T=724161: LET 
W=116 

50 FOR F=32768 TO 32883 
60 READ A: POKE F,A 
70 LETT=T-W*A: LET 
W=W-1 
80 NEXT F 

90 IF T<>0 THEN STOP 
100 LOAD “’’CODE 
110 RANDOMIZE USR 
32768 

120 DATA 33, 96, 224, 221, 
33,83 

130 DATA 128,221,78,6,17, 

0 

140 DATA 117, 67, 237,176, 

34 34 

150 DATA 128, 33, 90,128, 

14,3 

160 DATA 237,176,195, 0, 
117,33 

170 DATA 9,128, 53, 33, 0, 0 
180 DATA 32,225,33,249, 

232,17 

190 DATA 167, 251,1,0,4, 

237 

200 DATA 176, 33, 58,128, 
34,195 

210 DATA 254,195,170,254, 

205, 25 

220 DATA 254, 33, 93,128, 

17,129 

230 DATA 255,1, 30,0, 237, 

176 

240 DATA 62,195, 50,165, 

254, 33 

250 DATA 129, 255, 34,166, 

254 

260 DATA 201,23,25,14,57, 

36 

270 DATA 17,195, 29,128, 
151,50 

280 DATA 162,170, 50,198, 

170 

290 DATA 246,201, 50, 212, 

170 

300 DATA 49,183,96,195,0, 

310 DATA 127, 72, 72, 56, 56 ► 
























































THE DUNGEON OF DR AX 


Spectrum Version 


Amiga Version 


C64 Version 


Check your local stockist for availability. 
In case of difficulty, available by mail order 
from: Palace Software, The Old Forge, 
7 Caledonian Road London N19DX. 

Send cheque or postal order for £9.99 



(C64, Spectrum, Amstrad cassette), £12.99 
(C64 disk), £14.99 (ST, Amstrad Spectrum 
disk), £19.99 (Amiga) plus 80p P&P. Access 
and Visa holders telephone 01-278 0751. 
Subject to availability. 


























The new Atari Games Cel 


It's what every computer games player has been waiting for. Hundreds of brain¬ 
boiling software titles that'll push your skill and judgement to the limit. All under one roof. 
When it comes to packing hardware, Rambo's got nothing on us. Everything from the 


































eitres have hit town. 


in- 
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stunning Atari VCS to the mindblowing Atari XE Games System, 
So get down to your local Atari Games ill ATA ni 
Centre.They're smashing. ✓IvAml/mlxl 


AATARI 

Cheshire 

Toys W Us Ltd. Gt Portwod St Peel Centre. Trading Park, 
Stockport 

610 Europa Boulevard, Westbrook, Warrington 
Toy & Hobby 48 Foregate St., Chester 
12-16 Princes St., Stockport 
A.5. Wooton 160 Eddleston Rd, Crewe 

Cleveland 

Chips Computer Shop Clark's hhrd, Darlington 
Multi Coloured Micros In Shops, Dundas Arcade, 

Cleveland 

Greater Manchester 

Toy & Hobby 16 Spring Gardens, Manchester 

Unit 1, Bryan House, Standishgate, Wigan 

Unit 33, Town Square Shopping Centre, Ashcroft St, Oldham 

Atari World 11-15 Fennel St., Manchester 

Computatil 77-79 Chadderton Way Oldham 

Humberside 

Tomorrow's World 27 Paragon St, Hull 

Lancashire 

Toy & Hobby Lowthian House, Market St., Preston 
Ladbroke Computers 33 Ormskirk Rd., Preston 

Merseyside 

Toy 8t Hobby 230-240 Grange Rd., Birkenhead 

The Hardshaw Centre, Church St., St. Helens 

Microsnip 37 Seaview Rd., Wallasey 

Bits 7V' Bytes 18 Central Station, Ranelagh St, Liverpool 

North Yorkshire 

Computer Store 29 Parliament St., York 
York Computers 8 Davygate Arcade, York 

South Yorkshire 

Computer Store 21a Printing Office St., Doncaster 

West Yorkshire 

Computer Store 13 Westmoreland St., Wakefield 

10 Square, The Wool Shops, Halifax 

42 Trinity St Arcade, Bond Street Centre, Leeds 

34-36 Ivygate, Bradford 

4 Market Place, Huddersfield 

White Rose Computers Bradford Rd., Cleckheaton 

Tyne & Wear 

Toys RUsLtd. 1 Cameron Park, Metro Centre, Gateshead 
Computer Shop 7 High Friars, Elden Square, Newcastle 
Maughan Micros 93 The Galaria, Metro Centre, Gateshead 

SOUTH 

Avon 

Toys W Us Ltd. Centaunis Rd., Patchway Bristol 

Bedford 

Software Plus Unit 11, The Boulevard, Harpur Centre, Bedford 

Cambridge 

Software Plus 43 Burleigh St., Cambridge 
Toys W Us Ltd. Bourges Boulevard, Peterborough 

Devon 

Software Express 9 Exeter St, The Viaduct Plymouth 

East Sussex 

Gamer 71 East St, Brighton 

Essex 

Toys W* Us Ltd. Southernhay Basildon 
Software Plus 15 Kingsway, Colchester 
Liberty Shopping Hall, Basildon 
Unit 1,28-31 Moulsham St, Chelmsford 
Unit 1, Queensgate Centre, Grays 
336 Chartwell Sq, Southend 
Hampshire 

Computer Choice Unit 5,122-124 London Rd, Northend, 
Portsmouth 

Electronequip 59 West St., Fareham 

Toys W* Us Ltd. Western Esplanade, Southampton 

Software Plus Unit 8 The Boulevard, Wellington Centre, 

Aldershot 

Hertford 

Toys 'FT Us Ltd. Roaring Meg, London Rd., Stevenage 
Software Plus Unit 94, In Shops, St Albans 
13 Town Centre, Stevenage 

Kent 

Toys W Us Ltd. Horstead Retail Park, Maidstone Rd., Chatham 
Silica Shop 1-4 The Mews, Hasserley Rd., Sidcup 
Software Plus Unit 2 4-6 Orange St, Canterbury 
35 High St.. Gravesend 

Oxford 

Pied Pedlar 3 North St, Thame 
Soft Spot 5 George St., Banbury 

Suffolk 

Software Plus 22 St Matthews St., Ipswich 

Surrey 

Toys W Us Ltd. Church St West, Woking 

Warwick 

Spa Computer Centre 68 Oarendon St, Leamington Spa 

LONDON 

Toys 'R' Us Ltd. 78-80 High Rd., Wood Green 
Till Rd NW2 

Silica Shop Inside Selfridges, Oxford St. 

Lion House, Tottenham Court Rd 
Hamleys Regent St 

Software Plus In Shops, 37-43 South Mall, Edmonton Green 

Wiltshire 

Triowbridge Computers Unit 11-12, White Hays South, 

West Wilts Trading Estate, Westbury 

MIDLANDS 

Northampton 

Toys 'R' Us Ltd. TowcesterRd, Northampton 

Stafford 

Toys 'R' Us Ltd. Festival Park, Stoke-on-Trent 

Miles Better Software 21 Cannock Rd, Chadsmoor, Cannock 

West Midlands 

Toys W Us Ltd. 31 Dale End, Birmingham 
Wolverhampton Rd, Oldbury Warley 
Computerwiie 10 Wiseman Grove, New Oscott, 

Sutton Coldfield 

Mr Disc 12, Three Shires Oak Rd, Beanwood, Warley 
Greens Pharma Hold 22 Market Way Covent ry 
Software Express 514-516 Alum Rock Rd, Alum Rock, 
Birmingham 

SCOTLAND 

Grampian 

RMS 75 Rosemond Viaduct, Aberdeen 

Highland 

Inverness Computer Centre 15 Market Arcade, Inverness 

Lothian 

Graf fix 14 West Main St, Whitburn 
Capital Computers 12 Home St, Edinburgh 

Strathclyde 

Megabyte 12 Elterick Square, Town Centre Cumbernauld 
John's Computers 4 Graham St, Airdrie 
Microshop 271 Dunbarton Rd, St. Patrick, Glasgow 

WALES 

South Glamorgan 

Eagle Business 48 Charles St, Cardiff 

Toys ‘R‘ Us Ltd. Hayes Bridge Rd, Cardiff 

West Glamorgan 

Toys ’R' Us Ltd. Parc Tawe, North Dock, Swansea 



























































































amstrad 


MASTERS SOFTWARE CO LTD.. PO BOX 6 


FMXKICK 


h+M a ot everything'- 

?!Ss lour soccer 9a "?,ree’so«er 
Loccer Indoor soccer Skins (wire 

%sz. 1 tf^ shu a * *&» 

,SS^S wandmo 

A value'- i a nd Pro Soccer “Code 

Absolutely 
Brilliant'.’ 


Si/rwlatovb 


P WnBorsoB 

I ^OCCERatlLLS^ 






‘ 19.99 


AMIGA 


19.99 ATARI ST 


N SHOTS 


‘ 9.99 f EC ®« , „ ' 

. Mp E (+3 disk’12.99) 
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A VERY FUNNY LASER SQUAD HEADLINE 


When I said leave the headline 
in, Dom, I didn’t actually mean 
it. Anyway ... This was the 
very first game I saw at the 
PC Show in September, it’s a 
pity that I couldn’t stand it! But 
enough of that, I’m sure some¬ 
one must have bought it (looks 
like Philippa did, she’s 
reviewed it in this issue) so 
here are a few tips from Colin 
and Gavin Young of Glasgow. 

Quick Tips 

★Always leave your men on 
opportunity fire. 

★The Marsec auto-gun is the 
best all-round weapon. 

★If a door remains open, it 
means that there is a man (ie, an 
operative) in it. 

★On Level Three (The Mine), 
examine all the dead operatives 
when you kill them. You will find 
that one will be carrying a ‘Video 
Key’ (normally the one near the 
video room). Take this to the 
room which activates the video 
console and insert it into the 
‘Vidi-screen’. This activates the 
video cameras in the mine and 
allows you to see the operatives 
when you select the scanner 
mode. 

★On the lower skill levels buy 



MANSELL’S 

MULTIFACED! 

Here are a load of Multiface 
POKEs for Martech’s Nigel 
Mansell’s Grand Prix that will 
help you qualify on all the 
tracks. They come from Robert 
Jex of Somerton, and if you 
POKE 255 into each address 
that means you will get 255 
seconds (obviously). 


Brazil 

San Marino 

Belgium 

Monaco 

Detroit 

France 

Britain 

Germany 

Hungary 

Austria 

Italy 

Portugal 

Spain 

Mexico 

Japan 

Australia 


33581 

33582 

33583 

33584 

33585 

33586 

33587 

33588 

33589 

33590 

33591 

33592 

33593 

33594 

33595 

33596 


the Rocket Launcher, the explo¬ 
sion from this is frightening. 

Concise Tips 

General 

★The price of weapons on each 
level does not vary, so you can 
calculate how many credits to 
spend on armour so that you 
have enough money left to buy 
weapons. 

★Don’t go on a spending spree 
if you have money left. Carrying 
too much reduces the available 
action points to a man. 
★Weapon choice (in order of 
cost): 

Heavy Laser- powerful, with 
loads of ammo, but heavy and 
burdens your men, reducing 
their action points. 

Marsec Auto-gun - best all¬ 
round weapon, powerful and 
accurate. 

M4000 Auto-gun - the best 
‘budget’ gun, but lacks the 
accuracy of the Marsec Auto¬ 
gun. 

L50 Las-gun - not very power¬ 
ful or accurate, a disappoint¬ 
ment. 

Sniper Rifle- lacks autofire, but 
is cheap, powerful and the most 
accurate. 

Marsec Pistol- has autofire, 


but lacks any power, a bit of a 
turkey. 

Dagger- very good for close 
combat, if you ever get it! 

AP50 Grenade - good for 
blowing up operatives who are 
waiting on autofire around a 
corner. CAUTION: get out of its 
field of fire and ALWAYS 
remember to prime it before 
throwing! 

Rocket Launcher- a luxury for 
the early levels, power is tre¬ 
mendous, but lacks ammunition 
and has a nasty habit of blowing 
up the user if he is too near. 
★General tips: take your time, 
you have plenty of turns. Explore 
the area carefully and ALWAYS 
leave your men on autofire. 
★Use a couple of men to guard 
the rear of your squad. 

★On higher levels always 
scavenge the dead operatives 
for weapons, they always seem 
to carry valuable ammunition. 

Scenario Tips 

The Assassins 

On the first skill level you can 
equip your men with rocket laun¬ 
chers and blow up the house 
(and Sterner Regnix), without 
even entering the building! On 
later levels, better progress can 


be made if you split your squad 
in two, one at each end, and 
explore the building carefully. 
You will find that the droids usu¬ 
ally keep some pattern but this is 
not always the case. When you 
find Sterner, concentrate your 
fire on him because once he is 
dead the game is over. 

Moonbase Assault 

The bottom-left is probably the 
best place to deploy your men. 
Split your squad in two for the 
best effect. Move your men 
toward the central area with the 
most databanks/analysers. If a 
door is open it usually means 
that an operative is in it. Oil 
drums and gas cylinders can be 
shotto give a nice explosion and 
usually a chain reaction. Take 
care an operative does not blow 
up one next to you! 

Rescue From The Mines 

Before you use the explosives, 
which you need to blow up the 
prison door, move the prisoner 
away from the door as he will be 
caught in the blast. When blow¬ 
ing the door, always remember 
to prime the explosive before 
dropping it, but make sure you 
allow yourself enough time to 
get clear of the explosion. As 
previously mentioned, try and 
get the video key as this will 
allow you to ambush the enemy. 


Here is a diagram to go along with that brilliant editor. It shows 
the performance capabilities of the AH-64 Gunship with the 
optimum weapon loads, based on the technical data of the real 
helicopter. 
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AH-64 APACHE ARMAMENT OPTIONS 

by Jon Bowen 


M 

Wing 

Gun 

Wing 

PRIMARY MISSION 

a ® 

£ & 

*5 q> 

S a 
§ ST 

Anti armour Middle East 

95°F 

4HF 

320 

4HF 

1450 

154 

Anti armour Middle East 

95°F 

4HF 

1200 

4HF 

450 

151 

Anti armour Europe 

70° 

8HF 

1200 

8HF 

990 

148 

Covering force (clear landing zone) Middle East 
95°F 

4HF 

1200 

4HF 

960 

153 

Covering force (clear landing zone) Europe 

70°F 

4HF 

19 

Rockets 

1200 

4HF 

19 

Rockets 

860 

150 

Airmobile escort (air cover) Middle East 

95°F 

19 

Rockets 

1200 

19 

Rockets 

860 

155 

Airmobile escort (air cover) Europe 

70°F 

38 

Rockets 

1200 

38 

Rockets 

780 

153 
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Guru THiru&y 

V<srv . - SECTOR GURROlRfU 

(SHOOT TO &ET CODE UErrTER) 
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MAP COMPILED RV Mr.T. STOREY 
DRAWN BY WA7NE AJlfN 
AND MELTI5HER. 








































































































































































MORE ftULTIFACE^ 

POKES THAN COULD 

STUFF ACHgKEN- 


L 


Lightforce Lives 40725,0 
Legend Of Kage Lives 30609,n 
Lazer Wheel Lives 32849,0 
Lazy Jones Lives 56693,0 
Living Daylights Lives 38913,201 
Lunar Jetman Lives 23439,201+36963,0 

H 

Manic Miner Lives 35136,0 
Metrocross Time 43006,195+44490,0 
Mad Max Lives 58472,12 
Moon Alert 100 Lives 42404,255 
Mr Wimpy Miss First Screen 33501,0 
Lives 33693,0 

Mutant Monty Lives 54933,0 
Marble Madness Lives 39579,0 
Motos Lives 42241,0 



Saboteur Clock 46998,0 
Lives 29894,0 
Saboteur 2 Time 37122,0 
Energy 61340,201 
Salamander Invincible 38902,201 
ScoobyDoo Lives 29614,0 
Sidearms Lives 29411,127 
Space Harrier Lives 51755,194+51756,191 
Stainless Steel Lives 40702,0 
Street Hawk Lives 39990,91 
Starglider Fuel 54647,201 
Shield 54690,201 
720° Time 41918,0 



Thundercats Lives 31401,0+31402,0 
Top Gun Lives (Player 1) 26460,0 
Lives (Player 2) 27727,n+27728,n 
Trantor Time 56711,0 
Energy 52529,0 
Lives 25446,0 
Tranz-Am Lives 25446,0 
Thrust II Lives 34200,0 
3-DC Immunity 34298,201 
Jumps 34036,0 
Oxygen 26955,0 

u 



N 

1942 Lives 47007,0 
Nemesis Lives 51949,0 
Nebulus Lives 32921,0 
Northstar No Aliens 44433,0 
Nosferatu Time 32499,0 
No Nasties 39791,201 

0 

Out Run Time 39204,0 

Orbix The Terrorball Lives 65529,191+32127,0+32188,0 
Overlander Lives 29521,0 

p 

Project Future No Aliens 27662,0 
Psytron Fuel 28625,0 

Oxygen 26143,255+26144,0 
Pud Pud Lives 49287,0 
Punchy Lives 45632,0 



Hmm, not many games beginning with Q! 



Rambo Lives 27401,52+80263,0 
Revenge Of Doh (48) Lives 33055,255+33909,0 
Revenge Of Doh (128) Lives 37586,0 
Rastan Lives 48909,n 
Rebel Immunity 49958,0 
Energy 51139,0+49239,0 
Time 49249,0 

Renegade Lives 41048,195 
Rygar Time 51216,0 
Lives 61577,0 





UCM Lives (Player 1) 36337,0 
Lives (Player 2) 43734,0 
Uridium Immunity 55419,0+55420,255 
Lives 31308,0 



Nope, not many games beginning with V either (well, there 
V, I suppose)! 



War Lives 37033,0 
Westbank Lives 51210,0 
Wizball Immortality 23430,188 
Wonderboy Lives 34362,0 
Wriggler Lives 50173,0 

v 

Xecutor Invincible (Player 1) 47216,201 
Invincible (Player 2) 47320,201 
No Enemy Fire 48259,201 
Xevious Lives 53592,200 
Xeno Lives 22225,1 

v 

Yogi Bear Lives 35090,0+35091,0+34900,0+35 092, 
0+35093,0+45026,24 




2 . 

Zaxxon Lives 48825,250 
Zip Zap Lives 53753,0 
Zynaps Lives 45592,24+45008,255 
Immunity 39775,201 
Zzoom Lives 24743,0 


60 CRASH Christmas Special 1988 



















































Kfv 

^ I I COLLAPSABLE 

*—* pLATFORfA 


ENE^ RESTORER^ 
6,0MB 

TElCP^ETER 

Post ba^riek 

V)/U BAXTER* 


CRa 


0 


£} AFino 

m\Eiauc section 

COSTAL SECTION 

r - > REO ROCK SECTION) 

OxR££N WALL SECTION 


fitfh 


^C7 


PLATFORM SECTION 

"TELEPORTERS *. 


/. CERB l)RUS 
2_ <*UZZL01D 
3 ELECTS/A 

A\)R)CrlU5 
5. EXGELSOR 
fe. MNTTWUS 
7. Of BERN \A 
8 ZALAROrsTT 
Cj trolldor. 

10 . 0 EN 1 ZIQTY 

n. dizzjdivls 

1^. KSinOjMVJS 
J3. VCSTRONA 

14. 

l s DEVIANTS 

MAP COWLED BY IAN 
ELLISON AND PAUL BARKER 
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And now for a perfectly-formed map of that budget game, Dynat- 1)Y\/IT ltOlV 
ron Mission. This has been excellently drawn (and stenciled) by * 

Jeff Fuge of Bristol, there goes another Olibug! MISSION 


NOVAK 




Super Trolley, that small but fun budget game that was star of a 
certain Jim’ll Fix It program, has compelled Andrew Brown to 
produce a map showing where all the food is. It’s quite a good 
game - and great training for a job in Gateway (if I don’t get all 
these tips finished in time)! 
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Spectrum cassette £8.99 
Commodore 64 cassette £9.99, disc £12.99 
Amstrad cassette £8.99, disc f 14.99 


For mail order please send your order and remittance (cheques 
payable to British Telecom pic or direct debit from Access!Visa 
card by stating card number and expiry date) to: The Marketing 
Department, Telecomsoft, First Floor, 64-76 New Oxford Street 
London WCIA IPS. 

Telecomsoft, First Floor, 64-76 New Oxford St, London WCIA IPS 

Firebird and Firebird Logo are trademarks of British Telecommunications PLC. 


A LEGEND IN GAMES SOFTWARE 
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totally addictive and excellently presented game that will 


Bobby Yazz show is aj 


bring hours of fun!!.... 85%. . . CRASH 


A Novel idea and one that I can see being copied quite a lot 
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NOW YOU’RE NOBBLED! 


As promised months ago, here 
are the tips to the last few 
levels of Hewson’s great 
game, Nebulus, as written by 
Stephen and Gregory Brock of 
Mitcham in Surrey. Don’t 
forget there is a cheat if you 
still find the game a bit hard. 

Level Six: swimmer’s 
delight 

Walk right, go up on the lift and 
walk right. Jump the gap and 
walk under the two aliens. Turn 
left and walk under the alien 
going up. Shoot the block and 
walk back right till you reach the 
lift. Go up and shoot the block to 
your right. Walk left, under the 
sphere, then jump right. Go up 
the lift and shoot the block to 
your right. Go back on the lift and 
go down. Walk right and fall 
underthe sphere as it moves up. 
Now go up the lift, walk right and 
fall onto the lift below. Go up, 
walk left onto the lift and then go 
up again. Walk right,- up the 
steps and go through the first 
tunnel you meet. Walk left and 
jump up the steps. 

Jump the sphere and go 
through the tunnel. When you 
reappear go up on the lift to the 
left. Then jump right onto the 
tower of disappearing platforms. 

When all the platforms have 
disappeared, go up on the left- 
hand lift. Walk right and shoot 
the block. Turn around, get on 
the lift and down. 

Go up on the right-hand lift 
then go right. Go up on the lift, 
walk right and go up on the lift. 
Now walk under the three 
spheres to you left, which isn’t 
easy. Wait for the nearest sphere 
to go up as the middle sphere 
goes up and the furthest sphere 
does down. Now make a break 
for it. If at first you don’t succeed, 
try and try again! Go up on the 
lift. Jump the sphere as it moves 
down, then jump the steps till 
you reach the top. When you get 
there, enter the tunnel and 
you’ve completed Level Six. 

Level Seven: the nasty 
one 

Climb to your right and fall 
through the disappearing plat¬ 
form onto the lift below. Wait for 
the alien to move left then move 
up once. Walk right and fall 
through the disappearing plat¬ 
form. Jump right off the lift below 
the block, then jump on the left- 
hand lift. Go up and shoot the 
flashing block, then walk left and 
fall through the disappearing 
platform onto the lift. Go up 


twice on the the block to the left. 
Walk right all the way around and 
go up on the lift. Go up on the lift 
to the right and get onto the next 
lift to the right. Go up, walk right 
and wait for the alien to move up 
so you can walk under it. Wait on 
the platform to the right of the 
alien moving up and down. Now 


the lower platforms all disappear 
so you have to jump them as you 
walk right around to other side of 
the tower. It’s best to wait for the 
alien moving around the tower to 
be moving right so you can fol¬ 
low it. When the alien moving 
around the tower bumps into the 
alien moving up and down it 
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POKEING PROBLEMS? 


It’s really disappointing when 
you’ve spent hours typing in 
POKEs and they don’t work - 
so Malcolm Perryman from Sur¬ 
rey has compiled some solu¬ 
tions to those POKEing prob¬ 
lems. No doubt they’ll ease a 
few headaches at 11pm. 

1 Do you get an E OUT OF 
DATA statement when you 
run the program? If you do, 
try inserting a RESTORE line 
directly after the CLEAR 
statement. 

2 Do you get the ERROR IN 
DATA message when you run 
your program? This message 
is put in by the hacker. Before 
you check all your data again, 
type in a PRINT statement 
straight away, with the vari¬ 
able that is used for the 
number of pieces of data 
there should be. 

Somewhere in the prog¬ 
ram will be the line which 
gives the ERROR IN DATA 
message. It will say some¬ 
thing like: 


IF F<>12345678 THEN PRINT 
“ERROR IN DATA”: STOP 


Here the variable is F; after 
you have typed in print f you 
will receive a number on the 
screen. 

Compare the value for F 
with the number found after 
the <> in the line. If it is only 
a couple of digits out you may 
have just made a few mis¬ 
takes; if it is quite a way out 
you may have missed a line 
of DATA altogether. If the two 
numbers are far apart you 
may have the RESTORE 
statement in the wrong 
place. 

To correct your DATA, 
check it against the DATA in 
CRASH. If one of the num¬ 
bers in CRASH is over 255 it 
must be a misprint. Two 
numbers must have been 
typed in as one: 543 could be 
54,3. This can happen for 
numbers under 255, of 
course, 254 could really be 
2,54. In both cases you’d be 
missing a piece of data. 

If it still doesn’t work then 
try taking out the ERROR IN 
DATA line! Save the POKE 
routine to tape and try to load 
the game with the POKE. 
Sometimes it will work but 
others it may crash. 


changes direction. Go for it. 
When you reach the lift, go up on 
it. Walk right (look out for the fast 
alien). When you reach the lift, go 
up, then walk underthe aliens as 
they move up. Go to the fourth 
lift and go up. Walk left onto the 
disappearing platform then walk 
right once you’ve fallen through. 
Go back to the four lifts and use 
the first one to go up. Walk left 
onto the lift then go up and 
through the tunnel to finish Level 
Seven. 

Level Seven: the edge of 
doom 

Waitforthefouraliensto bounce 
off the bottom platforms twice, 
then run for your life under them. 
Go up on the first lift and walk 
left. Go through the tunnel and 
walk left, stopping before you 
reach the last platform. Why? 
Because it disappears. You have 
to jump on it from the second 
platform to the right, (the plat¬ 
form two away from the disap¬ 
pearing platform). If all that is 
done right you should be on a 
block. Jump right, turn left and 
shoot the block. Fall left onto lift 
below then go up, walk left and 
go through the tunnel. Walk right 
up the steps and jump right until 
you reach a lift. Go up and jump 
left, over the aliens which 
appear, until you reach a lift. 

Shoot the block to your left 
and go up on the lift, then go 
through the tunnel. Jump left 
twice and go through the tunnel. 
Walk right and shoot the block. 
Jump left onto the lift and go up. 
Jump left then walk left onto the 
tower of disappearing platforms. 
Go up on the lift once the plat¬ 
forms have disappeared then go 
up again. Walk left and shoot the 
block, then walk right around the 
tower, and fall through the gap 
onto the lift (look out for the 
alien). Go up, walk right and fall 
down. Walk left then turn right 
and shoot the block. Get onto 
Ihe lift and go up. Walk left under 
the aliens as they move up, then 
go through the tunnel. Shoot the 
block to the right then walk left 
until you can’t walk any further. 

Fall onto the platform to the left 
then jump left twice. Shoot the 
block. Get knocked down, then 
make your way back to the lift 
you have just freed. Go up on the 
lift. Now go into the tunnel third 
from the right to complete 
Nebulus. 

A FEW TIPS... 

If you get knocked down your 
technique points decrease by 
two at the end of each tower. 

Extra points are given for shoot¬ 
ing bouncing balls and blocks. 
Your time at the end of each 
tower is divided by ten. 
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am n the distant jungles of Central America, revolution 
is in the air. The government of the Democratic 
mf Republic of El Diablo has been brutally overthrown 
and the evil despot known only as Fernandez rules the land. 

Summoned by the exiled leaders of your homeland, you 
must free your people from the oppressive yoke of the Dictator 
by destroying the military bases that have protected 


Fernandez frdmthe wrath of his people 
Jeeps, tanks,motorcycles, trains aftb more 
Huge play area 
% One or two player options (some fonnats only) 
V Map of El Diablo 

• Free ‘Fernandez’ badge 

• ‘Fernandez’ poster and T-shirt offer 
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MGT’s premier product. The disc interface 
that snapshots all your cassette software to 
disc in seconds. The printer interface that \ 
prints out ANY screen. Simple enough for a\ 
beginner, yet state of the art for the expert 
user. With all the Sinclair Interface 1 facilities 
and commands, the PLUS D will transform 
your 48K, 128K or + 2 Spectrum. 


MGT 


IRECT 




3.5", 5.25", single or dual, for Spectrum, 

QL, BBC, Atari, PC - you name it, we sell it! 
Because you’re buying direct from the 
manufacturer, you won’t find better drives at 
a better price! Each drive has a built-in power 


DISC DRIVE 

EX-VAT 

VAT INCL 

3.5" Single drive 

£ 86.91 

£ 99.95 

3.5" Dual drive 

£165.17 

£189.95 

5.25" Single drive 

£130.39 

£149.95 

5.25" Dual drive 

£217.35 

£249.95 

3.5" & 5.25" Multi 

£199.96 

£229.95 


Hobbyists! Call for prices on bare drives! 

Z 


It’s time to talk about quality of service. Lots of companies are 
advertising lots of products at excellent prices. But we believe that 
our customers deserve more than that. We believe that you have 
the right to demand an honest, in-depth appraisal of a product’s 
strengths and weaknesses before you buy. We believe you should 
get a description in terms that you can understand and perhaps an 
expert comparison with rival products. And if you decide to buy, 
you need to be assured of first-class service afterwards. Not just 
j if a product is faulty, but also if you need help in installation or if 
I you simply come up against a problem that stumps you. 

At MGT we’ve got the time to talk to you. We only sell products 
that we like and use ourselves. We understand what we sell, and 
every one of our sales team is trained to help you, whether before 
you buy or after. And even if we don’t know the answer to your 
question, or if we don’t stock the product you’re looking for, we ll 
find out about it for you. 

And the time to talk can be almost any time. Our phone lines are 
open till 7p.m. Monday to Friday in case you want to call us after 
work - even after that, there’s an answer-phone. Just leave a 
message and we ll call you back. 

It’s time to talk to MGT first! 


SUPER SAVER 
PACKAGE 


£121.70 


t-15% VAT £139.95 


The PLUS D and 3.5" DSDD Drive. All you 

need to turn your Spectrum into a powerful, 
modern disc-based computer! Load 48K in 
3.5 Seconds and 128K in just 10 seconds 
“Best Buy”... Your Sinclair. “Another 
Amstrad Crusher”... Crash. 

5 



MGT Name - MGT quality, with a lifetime 
guarantee! Sold individually or in plastic 
boxes of 10 with labels. 




£14.74 




Ex-Vat 

W/Vat 

1 Disc 

£ 1.47 

£ 1.69 

10 Discs 

£13.00 

£14.95 

20 Discs 

£24.30 

£27.95 

30 Discs 

£33.00 

£37.95 


WWWM 

CARDEX 


DESK TOP 
PUBLISHING 


The digitizer that has the competition on their 
knees! Capture images from any video 
camera or recorder and use the PLUS D to 
store them to disc for editing later with the 
Animator 1. Has shading, high resolution and 
no distortion. 


We also have a limited stock of the original 
Spectrum 128K Computer at £84.95 and a 
wide range of serious and games software. 
Call for details. 


Another winner 
from MGT. A two-way 
connector with a switch that lets even 
incompatible interfaces work together! The 
TwoFace also has a built-in joystick interface 
Opus/Beta/Microdrive users can now transfer 
all files to PLUS D. The ultimate in Spectrum 
gadgetry! 



Printers to suit every pocket '"'^and every 
computer - from 9-pin to laser printers, 
normal or wide carriage. Free connection 
cable with every printer sold. 

The Star LC10 in mono or colour with paper- 
park and font-select buttons. 

The Citizen 120D - sold to 70% of UK 
schools. The new 180E - faster printing, font 
select, 2 year guarantee. 

Typical prices (inc. VAT) 

Star LC-10.£239.95 

Star LC-10 Colour.£269.95 

Citizen 120D . £149.95 

Citizen 180 ECEC3.£199.95 

Citizen MSP 15E (wide carriage). £299.00 

Citizen HQP 40 (24-pin). £499.00 

Citizen Overture 110+.£1499.00 

(laser printer running at 10 pages per minute = 900 CPS. 
with 12 months on-site warranty) 

Ask for our detailed brochures on these and other 
printers in our range. 




£13.00 


The hacker’s dream software. Break into any 
game and list the memory in Hex, Decimal, 
Ascii, or disassemble it instantly. All the PLUS 
D’s snapshot features fully supported. Type in 
all the magazine pokes and even customise 
your own games. 




Packages less than 1kg.£2.00 

Standard Securicor.£4.50 

Express next day delivery.£12.00 

(subject to availability) 


1 year full guarantee on all our products. 
Simple repairs procedure - you send, we fix! 
No-quibble full cash refund on hardware if 
you’re not satisfied within 14 days! 


Finally, real DTP for the Spectrum! A word 
processor, graphics and page layout designer 
all in one and supplied on disc. “Worth every 
nickel you’ll pay for them”... Your Sinclair. 


Now turn to the INDUG advertisement on page ( ) for details of how to 
save a further 5°o on any purchase from MGT. INDUG - If you're 
serious about your Spectrum, this is the User Group for you! 


Name:_ 

Address: _ 


Tel:_____ 

MGT DIRECT 

Lakeside, Phoenix Way, Swansea Enterprise Park, Swansea. 
SA7 9EH, U.K. Telephone: (0792) 791100. Fax: (0792) 791155. 






































































































































































chTeat 

M O D E 


„ ® 


WHERE TIME STOOD STILL 


where you started. Do this until 
the screen starts to scroll to the 
right on its own. Your character 
will eventually disappear and 
you will find you can control 
which direction the screen 
scrolls in. Now you can 
explore. 

(Occupant: Warren Fleming) 


If you can’t get very far in this 
magnificent Ocean game and 
would like to see what the rest 
of the landscape looks like 
then read on. When you start, 
shoot all your companions and 
run up the ramp near the plane. 
Now jump off so you land 


Ahh, I love Christmas. All that turkey, plum pud and, of course, 
the prezzies. But the best thing of all for us moteliers is all that 
scrummy cash! The Motel is looking the best it has for ages, 
what with all the decorations and that brilliant Christmas tree 
in the middle of the car park covered in lights. All we need 
now is a bit of snow and it would be perfect - but I suppose 
that’s too much to ask. The cheats have flocked in their 
thousands for this extra special Cheat Mode Motel, making it 
hard to select the very best for you all to enjoy over the festive 
period. I’m of* now, we’ve got a big staff party and I don’t want 
to miss out on all those cheese-and-pineapple-on-sticks do 
I? See ya next year .. . 


DESOLATOR 


MERCENARY 


As in all multiload games with 
headers you can load in the 
header, the first bit of the level 
you are supposed to load, and 
then fast-forward the tape to 
the second bit of any of the 
levels. Load the one you want 
and you should be on that 
level. 

(Occupant: Mr S Claus) 


When you find the cheese, pick 
it up. Now go outside and drop 
it. Now you can board the 
cheese - and it makes a very 
fine ship too, going fast 
enough for you to reach the 
colony craft easily. Silly eh? 
(Occupant: Gary Palmer) 


CYBERNO!Dll 


either - LM) you should get the 
reward of infinite lives. I dread 
to think what he will come up 
with next! 

(Occupant: The Gedling 

Cracking Crew) 


Raffaele Cecco has come up 
with another cheat with a bit of 
a pervy nature. This time if you 
define * your keys as orgy 
( that’s not in my dictionary, 


GAMEOVERII 


it’s 18757 which will allow you to 
enter Level Two of the new 
Dinamic game. 

(Occupant: Philip Cape) 


Another one of those five- 
figured code numbers that 
drive everyone mad. This time 


mmm 




FAiitue 


PSYCHO PIGS UXB 


have mutilated each other and 
stand up and pick off the last 
two or three pigs which are left. 
If you continue to do this you 
should complete the game in 
no time. 

(Occupant: Callum Mcfet- 
ridge) 


At the beginning of each round 
press the key that makes your 
pig duck. (Where did this duck 
come from? Lloyd’s Christmas 
shopping? - Ed.) Wait a few 
seconds until the other pigs 


SKATE CRAZY 


can control the character quite 
comfortably while he goes 
backwards. If you now jump off 
a ramp you will really impress 
the judges. 

(Occupant: lost in the post (!)) 


When you shoot off the ramp 
do a 180° turn in the air and 
land backwards. Now turn 
your joystick around and you 
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DATeL ELECTi^OpICS" 



DUAL PORT JOYSTICK 


INTERFACE 

□ Can also be used with two 
joysticks with games that 
allow simultaneous two 
player control. 

ONLY £ 8.99 


□ 2 joystick ports - 
Kempston type - one 
Cursor type. 

□ Accepts any 9 pin 
joystick including rapid 
fire types. 



ROBOTARM 

FULL FUNCTION WITH 5 AXIS MOVEMENT 


□ 

□ 

□ 


Explore the facinating science of 
Robotics with this fantastic full 
feature Robot Arm. 

Human like dexterity - with 5 axis 
of movement it is so versatile it 
can manipulate and pick up any 
object as small as a paper cup or as 
big as a tennis ball. 

Easily controlled using 2 joysticks 
( an y 9 pin type) or connected to 
your Spectrum with our special 
Interface/Software to give 
Computer/Robotic control. ( see 


□ 

□ 


Interface offer). 

Comes with accessories including: 
Standard Grip Jaws to mimic 
finger type grip; Magnetic Finger 
Adaptor with release mechanism; 
Shovel Attachment for materials 
handling; 4 Stabilising Legs for 
heavier lifting jobs. 

Uses 4 HP2 batteries (not supplied) 
to power motor movement. 


only £ 49.99 


INTERFACE OFFER 

□ 


[ \ Unique Interface/Softwware 

package to allow you to 
interface and control the 
Robotarm with your Spectrum. 
Train mode allows you to store 
and then repeat arm movement 
sequences. 

Computer and Robotic control is a 
major subject in schools and 
colleges - this is a unique 


This Interface is not 
needed to be able to use Robotarm 
but it makes possible interfacing 
the Robotarm/Computer. 


Very easy to use. 

□ 


Instructions included 


ONLY £ 19.99 



SNAPSHOT II 


□ Now you can backup your 
games to microdrive or 
tape. 

Q Special compacting 
techniques. 

Qj Add pokes or peek 

programme then restart. 

Q Built in joystick interface 
(Kempston system). 

£ 24.99 POST FREE 



EXTENSION 

CABLE 

Q Distance peripherals from 
your computer. 

□ Top quality connections. 

ONLY £ 8.99 




DIGITAL 

SOUND 

SAMPLER 

Q Permits recording any 
sound digitally into 


GAMES ACE 

□ Accepts any 9 pin joystick 
plus - delivers sound from 
games through TV speakei 
(fully controllable). 

on ly £ 10 .99 

Complete with Quickshot n 

on ly £ 17 .99 

or complete with Quickshot Turbo 

only £ 21.99 


NEW QUICKSHOT TURBO 


| | Complete with Interface - 
plugs straight into 
Spectrum (all models). 

□ All the features of the 
best selling 9 u ickshot II 
plus; 


Microswitch action for 
even longer life. 

Q Extra rugged 
construction. 

Q j Superb styling. 


TWO WAY 

EXTENSION 

I | Allows peripherals to be 
connected together 
(memory conflicts 
allowing). 

ONLY £1 0.99 

SINC 1 


Q Replay at variable pitch 
or with amazing effects. 

□ Forwards/backwards/with 
reverb/echo/flanging etc. 
etc. 

Q Fully menu driven. 

□ Complete hardware/ 
software package. 

only £ 34.99 


ONLY £ 17.99 COMPLETE 












































































dAtel c lectio pics' 


ROBOTEK 

□ Robotics & model control 
made easy on Spectrum. 

Q 4 independantly controlled 
outputs for relays, 
models, lights etc. 

Q 8 independant inputs for 
sensing etc. 

Q| This is the product that 
the Lego Publication 
"Make and program 
your own robots" was 
based on. 

Q Comes complete with 
cables. 

only £ 29.99 


□ Auto fire/rapid fire. 

Q Plugs straight into 

Spectrum/Plus/+2/+3 etc. 

Q| Stabilizing suction 
cups. 

Q Complete - no more to 
buy. 

Q Top & trigger fire 
buttons. 


16K RAMPACKS 
FOR ZX 81 

Q Brand new guaranteed 
Sinclair product. 

Q Simply plug in for 16K. 
Q| Limited availablility. 

ONLY £ 5.99 


DATA 

RECORDER 

Q Fully compatible Data 
Recorder. 

Q Top quality for reliable 
results. 

Q Free tapehead Cleaner. 

only £ 24.99 


INTERPRINTER 

Q Connect fullsize 

Centronics printers to 
your Spectrum. 

Q| Complete with printer 
cable. 

Q HiRes screen dump 
(Epson). 

FJ Microdrive compatible 

Q| Compatible with 
Tasword 2. 

□ Easy to use. 

only £ 24.99 


QUICKSHOT II 

□ The world's top selling 
joystick. 

Q Complete with interface. 

Q Maximum compatibility 
(Kempston system). 

ONLY £ 13.99 


LIGHTWRITER 

Q Just plug in and draw 
circles, rectangles, 
squares & freehand 
drawing. 

Q Choose inks, papers, 
erase, fill etc. 


I I Save results into memory 
or tape. 

Q Menu driven. 

Q Animate screens from 
memory. 

Q Complete package 
includes lightpen & 


m jm interface plus software. 

ONLY SI 4.99 COMPLETE 


HOW TO ORDER ... 

BY PHONE 

0782 744707 

24hr Credit 

Card Line 

BY POST 

FAX 

0782 744292 

M 

Send cheques/POs made 
payable to "Datel Electron¬ 
ics" 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 

AND SUBJECT TO CHANGE WITHOUT NOTICE 

CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


ELECTi^OpICS 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 
0782 744707 


TECHNICAL ONLY 
0782 744324 


LdADJ 

+3 CASSETTE 
ADAPTOR LEAD 

Q Now you can connect 
your +3 to a cassette 
recorder. 

Q 2ft long. 

on ly £3.49 

REPLACEMENT 
CASSETTE LEADS 

□ For 48/128/+2. 

only £3.49 


+2 JOYSTICK 

ADAPTOR LEAD 

Q Allows standard 9 pin 
joysticks (Quickshot II/ 
Turbo etc.) to be used 
on +2/+3 computers. 

Q Supports rapid fire 
models. 

onl y £2.99 

REPLACEMENT T.V. 

LEAD ALL MODELS 

only £3.49 
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SINC 1 
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“THE BEST SPECTRUM ARTIST 
PROGRAM BAR NONE” 

SINCLAIR USER 
CLASSIC, 

NOVEMBER 1986 


WMM 


KEMPSTON 
COMPATIBLE 
JOYSTICK AND 
MOUSE 
INTERFACE 


TOP QUALITY MOUSE 

The Artist II is an all new graphics package 
following in the footsteps of its extremely successful predecessor, 
the Artist. A host of powerful new features includes:- 

• SUPERB QUALITY MULTI-FEATURE • PULL DOWN MENUS 
• WINDOWS ICON DRIVEN • FONT AND SPRITE DESIGNER • ZOOM MODE 


• FLEXIBLE CUT AND PASTE • ABLE TO SUPPORT MANY PRINTERS. 


To complete the package, the Artist II also comes with a top quality mouse system and 
Kempston compatible joystick and mouse interface. Take advantage of this special offer, 

then just plug in and go!! 



ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOWTO ORDER... 


BYPHONE 

BY POST 

UK ORDERS POST FREE 

ES S S3 


EUROPE 1 OVERSEAS 

ADD £1.00 1 ADD $3 

0782 744707 

Send cheques/PO’s made 

24 hr Credit Card Line 

payable to ‘Datel Electronics’ 

FAX 0782 744292 


DAiEL 

ELECCROniO 


DATEL ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE, 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND 


SALES ONLY 

TECHNICAL ONLY 

0782 744707 

0782 744324 





















































DOUBLE DARE! 


The second of the Dan Dare 
games, Dan Dare II has 
brought fun and excitement to 
many people this year - but it 
was very, very hard. I can now 
reveal the maps for this great 
game and there are a few tips 
here too, just in case you are 
stuck. 

•When you start a level, NEVER 
shoot a control box until the 
force field computer is out of 
action. There is an exception to 
this on Level Four. This applies 
to Dan, but with the Mekon you 
eject treens on the way. 

•On Level Two, you must pick 
up the escape pods operation 
unit (to the far right of the map). 
It looks like a hi-fi! Without this 
you will not be able to finish the 
game. 

•On Level Three there is an 
object which looks like a TV. Get 
this as it switches off the air flow 
in ventilators. If you don’t do this, 
you won’t be able to get off the 
level. Also, try to shoot the force- 


field computer before you die, 
since if you don’t you’ll have to 
sacrifice a couple of lives more 
than you would normally. Try it 
and see why! 

•Level Four contains one of the 
hardest screens in the whole 
game. From the start, head two 
screens right and one down. You 
should be in a screen with a 
gravity generator in it (it is the 
room to the right of the disguise 
room). The gravity generator 
(GG) is close to the door and roof 
here, so it’s difficult to get 
through. This is how to do it 
every time. Try to manoeuvre the 
bike so you are wedged in at the 
door and the bit of roof above. If 
you are, then shoot the door (to 
open it). Keep only the up key 
pressed then, with the key still 
pressed, press the right key and 
you should go through it, 
enabling you to shoot a treen. 
This only works if you are Dan, 
but the Mekon’s method is simi¬ 
lar. 


A COUPLE OF 
QUICKIES 


These few POKEs arrived at 
the last minute but I just man¬ 
aged to squeeze them in as 
they’re for quite new games. 
I’m afraid I can’t test the 
routines as we only have Rex 


and Typhoon on +3 disk and 
Gee Bee Air Rally is lost in stor¬ 
age, but I’m sure you’ll write/ 
ring in and tell me if they don’t 
work. 


TYPHOON 

INFINITE LIVES 

10 CLEAR 24575: LOAD 
“’’CODE 65024 
20 POKE 65039,251: POKE 
65040,201: RANDOMIZE 
USR 65024: POKE 
65317,91 

30 FOR A=23296 TO 23305: 
READ B: POKE A,B: 
NEXT A: RANDOMIZE 
USR 65280 

40 DATA 175, 50, 231,152, 
50,135,153,195, 0, 255 


REX 

INFINITE LIVES 

10 CLEAR 24575 
20 LOAD “’’CODE 65024: 
POKE 65039,251: POKE 
65040,201 

30 RUN USR 65024: POKE 
65314,170: POKE 
65315,91: FOR A=23466 
TO 23473 

40 READ B: POKE A,B: 

NEXT A: RUN USR 65280 
50 DATA 62, 250, 50,141, 
242,195, 0, 91 


GEE BEE AIR RALLY 


INFINITE TIME 

10 REM GEE BEE AIR 
RALLY HACK 
20 REM UNLIMITED TIME 
30 REM NEVER FAIL TO 
QUALIFY 

40 INK 7: PAPER 7 
50 CLEAR 65535 
60 LOAD “’’CODE 
70 POKE 62492,91 
80 LOAD “’’SCREENS 


90 FOR A=23296 TO 65535 
100 READ C 

110 IF C=999 THEN GO TO 
USR 62464 
120 POKE A,C 
130 NEXT A 

140 DATA 175, 33,186,161, 
119,35,119,35,119,195, 
0,128, 999 


MASTERING 1 

★You will be given two options: 
surrender or fight 
★Choose the first one (if you 
have picked up all the seven 
chords you will be given the last 
one) 

★Finally, defeat Skeletor to 
become MASTER OF THE UNI¬ 
VERSE 

Or if you still find the game 
difficult and have a Multiface, 
you can use these POKEs that 
Paulo included with his letter. 

POKE 42173,0 - infinite lives 
POKE 41274, n - number of lives 

POKE 51406,0 - immunity 

POKE 43210,n - number of 
ghosts 

POKE 52346,60 - slows down 
the clock 

POKE 41420,175 + POKE 

41421,0- any number of chords 

Paulo Nogueira was so excited 
when he completed Masters Of 

ME UNIVERSE 

The Universe that he wrote in 
from PORTUGAL straight 
away with the solution, some 
POKEs and a map. Now the 
letter has come all this way to 
England 1 can’t not print it, can 
1? So here it all is ... 

★Get to the cemetery and pick 
up Chord One 
★Get Chord Two 
★Go to the 

scrapyard as fast as you can (be¬ 
fore the clock reaches 6:30) 
★Defeat Blade and Karg to get 
a new chord 

★Get to the store before 4:30 
★Kill seventy ghosts to get a 
new chord 

★Get Chord Three and Chord 
Four (the fifth and sixth chords) 
★Go to the rooftops 
★Once inside your space disc, 
kill the enemies 

★After a few moments you are 
given your seventh chord 

SUPER HERO 

10 REM SUPER HERO 

HACK 

20 REM HOWDON HAC- 
KERS’88 

21 REM INFINITE MEN 

AND ALL WEAPONS 

30 CLEAR 27599 

40 LOAD “”SCREEN$ ► 

50 LOAD “’’CODE 27600 

60 PAPER 0:CLS 

70 LOAD “’’CODE 16384 

80 POKE 49625,0 

90 POKE 40444,0 

100 FOR F=46334 TO 46337 
110 POKE F.255 

120 NEXT F 

130 RANDOMIZE USR 

40341 

+3 POKES/ 

Yes, that’s right ladies and 
gents, guys and gals, apples 
and oranges(!), these are the 
very first +3 POKEs to be 
printed in CRASH (cue wild 
applause, ‘boo ssss’, damn 
that’s the wrong button). They 
are for that super arcade con¬ 
version from Domark, Star 
Wars from Andy ‘Disk 

nr lasts 

Destroyer’ Miller and Firebird’s 
brilliant The Sentinel from The 
Howdon Hackers. If you follow 
the instructions below on your 
+3 then you should get the 
reward of infinite shields on 
Star Wars and infinite energy 
on The Sentinel - now aint that 
great? 

THE SENTINEL 

10 REM THE SENTINEL 
+ DISK HACK 

20 REM HOWDON HAC- 
KERS’88 

30 REM 

40 CLEAR 39999 

50 FOR F=40000 TO 40033 

60 READ A: POKE F,A 

70 NEXT F 

80 LOAD “13A:SEN- 
TINEL.001 "SCREENS 

90 LOAD “9A:SEN- 

TINEL.LDR”CODE 32768 

100 RANDOMIZE USR 40000 

120 DATA 17,0,64, 237,83 

130 DATA 46,128,33,81,156 

140 DATA 6,1,237,176,195 

150 DATA 0,128, 205, 81,192 

160 DATA 151, 50,206,126,50 

170 DATA 32,146,201,127 

180 DATA 72, 72,39, 56,56 

STAR WARS 

1. Enter +3 BASIC mode. 

2. Insert Star Wars disk. 

3. Type LOAD “DISK” and press 
ENTER. 

4. Immediately keep hold of the 
BREAK key until a listing 
appears. 

5. Type 71 POKE 45268,0 

(ENTER). 

6. Now type RUN (ENTER). 

7. When the game loads you will | 

have infinite shields. 1 
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150 DATA 51 ' 
160 DATA 86, £ 
170 DATA 240, 
33 

180 DATA 136,: 
124 

190 DATA 40, 2, 


I 200 DATA 195 
I 114 

■ 210 DATA 33,4i 
1220 DATA 255, 

■ 230 DATA 195, z 
I 240 DATA 24, 4 
I 250 DATA 34,1< 

227 

I 260 DATA 224, £ 
50 

’ 270 DATA 173,1 
217 

280 DATA 50,15 
290 DATA 218, 5< 
195 

300 DATA 64, 80, 


Phew! Just as I thought I was 
due for a trip towards the 
Editor’s Size 12 Reebok boot, 

1 found a small package full of 
POKEs from the Howdon Hac¬ 
kers to fill up some pages and 
save my skin! These head¬ 
strong hackers have sent in 

JoebladeTT 

10 K oeblade " 

20 keK WDONHAC - 

« REM 4aAND128 

|0 CLEAR 32767 

w5J" 422456 - let 

2 ESfiSSffl— 

90 sr* 41 " 

100 NEXT F 
110 IF Too THEN 

STOp TDATA ERR OR'”: 

12 0 RANDOMIZE USR k 
32768 w 

UP DATA 221, 33,170, 250, 


005 r*sss///sss////// A 


hacks for all the great new 
games, and even some for 
Code Masters too (apologies 
to The Darlings, I’m only kid¬ 
ding - I love Pro Ski Sim and 
Dizzy), so I’m sure there must 
be something here that will : 
suit your taste. 


DRACONUS 

10 remdraconushack 
20 REM HOWDON 
HACKERS 88 

30 REM 

IS READ A: POKE F,A 

IS LOAD ""CODE 
90 RANDOMIZE USR ► 


CYBERNOIDII 
(128K) 

10 REM CYBERNOID II 
j HACK 

120 REM HOWDON HAC- 
/ KERS’88 

I 92 REM 128K VERSION 
40 REM 
50 CLEAR 24999 

22 2 0R f=252 70 TO 25300 
70 READ A: POKE F A 
80 NEXT F ’ 

90 LOAD “’’CODE 

100 RANDOMIZE USR > 


BERNOID II |(48K) 


^EM CYBERNOID II 
HACK 11A . 

REM HOWDON HAC 
KERS’88 

REM 48K VERSION 

REM 
CLEAR 24999 
FOR F=25270 TO 25300 
READ A: POKE F,A 
NEXT F 

LOAD “’’CODE 
RANDOMIZE USR ► 
25270 __ 


110 DATA 33,191,98, 34, 

198 97 

120 DATA 195,168,97,151, 
50 

130 DATA 133,119, 50, 240, 
110 

140 DATA 50,102,141,246, 
195 

150 DATA 50,7,141,195, 0, 
99 

,160 DATA 127,72,72, 56,56 


. 4 IP 

S'ajS'a r 


120 DATA 5,221,33,0,100, 

130 DATA0,156,55 159,205 

140 DATA 86,5,151,50,215 

150 DATA250,50,197 0,102 
160 DATA 146,245,195,0, 

170 DATA 127,72,72,56,56 


25270 

12 °50 ATA195 ’ 168 ’ 97 ’151, 

130 DATA84’ 119 , so, 220, 

14 °1 D 9 ATA50 ’ 208 ’ 116 ’ 246, 
^O DATA 5°,-125,140,195, 

160 DATA 127, 72, 72, 56, 56 


Cor, we made it! It took some doing but we 
got here. I hope you enjoyed that lot, I’m sure 
you did and if you didn’t I’d like to know why! 
No, only kidding. If you saw your name in 
amongst it all, you should have an Olibug 
flying through your front door any moment 
now ... Any hassle, give us a bell. 

I’d just like to say thanks to everyone who’s 
sent me stuff (wallpaper, bits of pizza etc) 
over the past year, and if you didn’t get it 
printed, please don’t give up. Keep sending 
the work in and who knows, you may be lucky 
in 1989 ... The address is (as you should all 
know)... 

NICK ‘THE GREAT’ ROBERTS, Playing 
Tips, PO Box 10, LUDLOW, Shropshire 
SY8 1DB. 


Thanks again and I’ll see you in’89. Bye ... 
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AFTERBURNER - i THE ARCAfl 


Afterburner™ Sega® are trademarks of Sega Enterprises Ltd. Game has been manufactured 
under license from Sega Enterprises Ltd., Japan. Marketed and distributed by Activision. 
2 E m E3 Mail Order: Activision, Blake House, Manor Farm Estate, Manor Farm Rd., 
Reading, Berkshire. Consumer Enquiries: 0734 311666 Technical Support: 0703 229694. 


Available on C64 cassette (£9.99) and disk (£14.99), Spectrum (£12. 

Amiga (£24. 
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Amiga screen shots shown 


ST screen shots shown 
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ENSATION OF THE YEAR' 


(£ 12 .! 

(£24.! 


Amsi 


istrad cassette (£9.99) and disk (£14.99), Atari ST (£24.99), 
9!t and MSX (£9.99). 




AFTERBURNER - You've played the arcade smash - now experience the 
white-knuckled realism of a supersonic dogfight at home! Using your heat-seeking 
missiles and laser anti-aircraft fire, can you be top gun against a seething supersonic 

swarm? 

Experience brain-numbing G-forces; bones rattling with the body-jarring pitch 
and yaw... scan with your radar, lock on your target and FIRE! 
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2000 /VD x 

30p WEEKLY \\\ ,1 

published weekly by Fleetway 
^/Publications and edited by the 
1 Mighty Tharg, the stories in 2000 
AD are primarily concerned with future 
events. These include Johnny Alpha 
(one of the future’s mutant bounty 
hunters despised by normal people and 
called Strontium Dogs), Sl&ine (a Celtic 
Barbarian who rose from a penniless 
wanderer to Sun King) and old stony 
face himself, Judge Dredd (top cop of 
a 22nd century Mega City). The latter 


two characters have, of course, 
inspired computer games, while 
another 2000AD character - Judge 
Anderson - was featured in a special 
comic pullout in Issue 47. 

The comic itself is well laid out, and 
drawn by some of my favourite comic 
artists (Ian Gibson, Brian Bolland, Ron 
Smith, and Massimo Belardinelli). 
Although the occasional story is weakly 
plotted, for the main part they contain 
what Tharg himself calls ‘Thrill Power’, 
and will certainly keep most people 
eagerly turning the pages. As the 
Mighty One says, ‘Zarjazz’. 


the body of Arnold Schwarzenegger, 
and the amazing X-ray Specs, the boy 


28p WEEKLY 

jarring the cloth-caped hero of the 
V title, Buster contains some pretty 
weird and whacky characters. 
They include Ivor Lott and Tony Broke, 
the loadsamoney and buggerallmoney 
of the comic world; then there’s the 
Beast Enders; Prambo, a little kid with 


with the amazing spectacles which can 
see through solid objects. Aimed 
primarily at the younger end of the 
market, its humour and content 
parallels comics such as Whizzer and 
Chips , The Beano , and Dandy.M takes 
me right back to my youth... 


NNHIZZER AND CHIPS 

28p WEEKLY 

11 Ihizzer and its ‘rival comic’ 

\J\I Chips is another of the old 
▼ * favourites from the Fleetway 
Publications stable, and has stood the 
test of time well. Sid and Shiner are the 
friendly rivals who star in this crucial 
comic, while Whizzer celebrities 
include Joker, the kid who is game for 
a laugh; Memory Banks, the boy who 
can’t even remember his own name; 

Sweeny Toddler, the naughty little child 
who makes everyone’s life a complete 
misery, and, of course, the star of the 
show, Sid and his Snake. But as you 


read through the comic, you notice that 
it changes hands, yes it now becomes 
Chips. The Chipites include Junior 
Rotter (better known to his friends as 
JR), whose mischievous antics rival 
those of Sweeny Toddler; Sammy 
Shrink, whose size diminishes at the 
most inopportune moments; Phil Fitt 
the fittest guy around (unlike our own 
Phil King), and Watford Gapp, the smart 
mouthed streetwise kid, who always 
talks in rhyme. Two comics in one is a 
great idea, and can be a success as 
Whizzer and Chips has proved. 


heard of The Beano - one of the best 
known comics which probably every 
person reads at some point in their 
childhood. Characters come and go, 
but most of the old favourites still 
survive. As for those who don’t, I’m 
sure will be fondly remembered by 
Beano fans - whatever happened to 
Biffo the Bear? 


< OH AJ 
COOK 
AT THIS! 

SHE'S 
BEEN SICK 
. AGAIN... 


20p WEEKLY 

Tlie comic that bought you such 
I great characters as Dennis the 
I Menace, Billy Whizz, The Bash 
Street Kids and Little Plum was 50 
years old this summer. There can’t be 
many people who haven’t at least 


LEAVE 

ME 

ALONE 


BATNV/VN WVONTHU 

)75p MONTHLY M I 

P pe of America’s most famous 
crime fighters has, along with 
sidekick Robin, been given his 
own monthly comic. Yes, that caped 
defender of truth and justice, featured 
in one Ocean computer game with 
another two (!) planned, is back just as 
a new film nears production. The comic 
is packed with the exploits of such arch 
villains as The Riddler, Joker, The 


Penguin, and Cat Woman so poor old 
Bruce Wayne is going to be in and out 
of the Bat Car like a yo-yo. After a quick 
read I’ve no doubt this will be as 
popular with young kids as those old 
enough to remember the TV series 
when it was first shown. At 75p it may 
seem a little pricey, but it is a monthly 
and in my opinion well worth it for 
everyone’s favourite caped crusader. 


w uo.. 

0\OTHt$ . TO 

MB ? 


SUPERMAN 

40p FORTNIGHTLY 

/njperman is a bi-weekly dose of 
\another computer game licence, 
#Hhis time from DC Comics. Packed 
with crime busting stories from the city 
of Metropolis, Superman finds himself 


up against his old enemy Lex Luthor, 
plus a variety of natural and man made 
disasters, and one very determined 
lady called Lois Lane. Can he handle 
the pressure? Will Lois Lane discover 
the secret of man in the red and blue 
costume? You will just have to read the 
comic to find out! 
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into one woman’s struggle to keep her 
sanity in the craziness of war. 

Also included in the comic is Sooner 
Or Later (again from 2000AD) which 
stars an unemployed youth from 
Croydon called Michael Swift. His story 
begins when he’s mistakenly 
transported from the 20th to the 30th 
century - where wealthy citizens 
‘save’ people from the barbaric past. 
The mistake is discovered when Mr 
and Mrs Katsbreath, who wanting a 
concert pianist called Michael Swift, 
end up with our reluctant hero. 
Unfortunately lacking the funds for a 
return home (because a crumpled giro 
and two sticks of chewing gum aren’t 
considered legal tender in the 30th 
century) Swift is forced to wander the 
streets of Ether City in search of ‘The 
Job’. 


75p MONTHLY 

f^ubiished monthly by SQP Inc, Halo 
13 Jones is a reprint of the Ballad of 
I Halo Jones Book 3 story first 
printed in 2000 AD. Set in the 50th 
century, Halo has succeeded in 
escaping from her unhappy life on 
Earth, and now finds herself enlisted in 
the army. A decision she will soon 
regret when she and her platoon is sent 
to the planet Moab, the most 
dangerous warzone in the Tarantula 
Nebula. The comic was written by Alan 
Moore (the man who bought you the 
world’s most anarchic students; Waldo 
‘DR’ Dobbs and Ernest Errol Quinch) 
and drawn by Ian Gibson (also known 
as Q Twerk and Emberton). The result 
is a bleak, but often humourous insight 


NVA.H ANNUAL 


£1.15 YEARLY 

M I o, this isn’t one of the hard 
IV I backed annuals that appear in 
I V WH Smith at this time of year, 
but rather a 64-page full-colour comic 
starling ol ’ Spidey in a story entitled 
Return To Sender. The story starts with 
our web-headed hero taking a few 
minutes well-earned rest when, 
suddenly, the peace is shattered by an 
mysterious energy blast which 
destroys a nearby building. On 
investigation he finds the source of the 
disturbance - two goons in a strange 
flying contraption chasing a woman 
down the street, trying to nail her with 
energy blasts similar to the one which 
almost punched Spidey’s card. 

After a brief tussle, Spidey knocks 
the baddies for six, and catches up with 
the now hysterical young lady and to 
his surprise comes face to face 
with... Gwen Stacy (an old flame of 
Peter Parker’s who was killed in an 
accident long ago). Spider-Man is so 
stunned by this that he doesn’t notice 


the bad guys are back in action. They 
blast him with a stun ray and escape, 
but the young lady has also 
disappeared. Later that evening Peter 
is visited by the same lady, but before 
he can get an explanation from her, 
another mysterious stranger pops out 
of thin air, zaps Spidey and grabs the 
girl. 

By now our hero is getting sick of 
being a target (not surprisingly - Ed), 
so he grabs hold of the bad guy just as 
he is teleporting back to his master, the 
High Evolutionary. Of course the High 
Evolutionary has numerous guards and 
they ail jump Spidey. But help is at hand 
when seven young people appear out 
of thin air, and come to Spidey’s aid. 
But who are these mysterious young 
people? (CRASH Readers? - Ed) Who is 
the High Evolutionary? (True believers 
should already know.) And has Gwen 
Stacy really come back from the grave? 
(And should'she return there? - Ed) 
Read the comic and it’ll all make sense 
- promise. 


THEsAGAO fST 
SUBpAARVHER 

80p MONTHLY 

7 'he Saga Of The Sub-Mariner is a 
twelve-issue limited series from 
Marvel comics, charting the life 
and legend of Namor, prince of the 
eternal realm of Atlantis. The story 
starts right at the beginning of time, 
just as the legendary city of Atlantis 
sinks into the sea. To surface-dwellers 
(as the Atlanteans call us) the city might 
seem lost forever. But to a race of 


amphibious humans the ruin of Atlantis 
soon becomes a welcome home. In 
time these amphibians evolve into the 
race who rebuilt Atlantis to its former 
glory, and gave birth to perhaps the 
greatest Atlantean of all: Prince Namor. 
Marvelites will probably be familiar 
with the life story of Namor, but the rest 
of you should take this golden 
opportunity to explore the undersea 
world of Atlantis. Compulsive reading. 


two computer titles by Virgin Games) 
but there are other stories here as well. 
Computer Warrior, for example, tells 
the story of a young boy whose 
computer games take on a frightening 
reality while Kid Cops has children 
keeping law and order on Earth - since 
all the parents are fighting a war on the 
Moon. Well worth a look in short. 


EAGVJE. \ x : 

30p WEEKLY 

featuring one of the archetypal 
#* a *space heroes, Dan Dare, Eagle is 
I a weekly dose of mystery and 
mayhem that has been thrilling 
children and adults alike since its 
inception in 1950. Dan Dare himself 
needs no introduction (he’s inspired 
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Kiuscjr.ikm. 


YOU SHOULD 
HAVE ESCAPED 
WHEN YOU 
HAD THE 
. CHANCE/ . 


'aaaAAaAa 

OH GOD, NO .. 


BATMAN - THE KILLING JOKE 

£1.95 ONE OFF 

f inally, to round off what I hope has 

been an entertaining article, I bring Jl _ 
you a‘graphic novel’entitled 
Batman - The Killing Joke. This is one 
of those glossy, and expensive ‘adult’ 
comics which aim for a slightly older 
audience. Alan Moore is undoubtedly 
one of the best writers in the field and 
together with illustrator Brian Boiland, 
has once again produced a real gem. 

The plot concerns a clash between 
Batman and one of his greatest foes, 
the Joker. Also included is a flashback 
to how the Joker became such an evil 
and dangerous criminal. What makes 
all this particularly interesting is how 
Moore broadens the tale to implicitly 
ask generally why anybody turns to 
evil? According to the Joker anyone 
would, if subjected to enough horrific 
pressure. To find out if Batman agrees 
you’ll have to read the graphic novel. 

The chief attraction, however, is 
probably Moore’s beautifully cinematic 
fusion of images and dialogue with 
some superb transitions between 
scenes. 
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A LEGEND IN GAMES SOFTWARE 


Soon to be hitting your screens on... 

Commodore 64 cassette.£9.99 

Commodore 64 disc.£12.99 

Spectrum cassette.£7.99 


Telecomsoft, First Floor, 64-76 New Oxford St, London WC1A IPS. 

Firebird and Firebird Logo are trademarks of British Telecommunications FLC. 








































WEICOME TO THa DOMAIN 
OF TUB m&OTMENl p" 
■-1 BWAMC 


PZON THE OTHE/? HMD 
MBBBB l GO LOOK FOR] 
A SHIP ON MY OWN!/ 


P HAH! HAVING* DROKEN v — 
AMAV IN MV USUAL CASHING 
MANNER, 1 SHALL NOW 60 
RESCUE FLASH GORDON AND 
TOGETHER VJE SHALL STEAL 
l A SHIP AND ESCAPE-., / 


MHW 


^qoi dispatch a » 

SHlp AND BRING THE STRANGE 
- ONE HERE TO ME! M 


~7 HEY'Ll PUT 
ANYFm ON 

m channel a . 


WHO THE 
HELL IS ] 

that? J 


Mo'me? 


w for 

FAKE DON'T 
ARGUE. WW 


W IF HE WANES 1 
A PET LOONY' 
WELL GET HIM 
ONEij^rf 


MACMIUL 
■ SM?, 


TM/K 


J HAN'S UP! 6ma DAT SHIP! 
I WANT IT! I GOTTA HAVE ITl 
IT'S MINB> Mm' 

X v'hearpJ m 


IT'S SOME GUV CALLED 
HANS AN'PC WANTS MINGS 
-u —~l ROCKET SHIP! pp- 


aa mi 




swell dcWtj^^A 
Just sTANDmkM 
\TH£RE.,, 

GWE H/M/r% 
BEFORE CHANGES 
^ HIS HINDI y~< 
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AN 


EYE 


AND 


LEO 


LAST 


MET 


COST 


ME 


THE 


TIME 


UJt. 


BROTHERS 


GET 


THROUGH WITH 
V5 GO/A) TO TURN 

3K9TTL&! 


SO 


WHEN 


THE 


PAL 


U7TLE 


INTO 


HIAP- 


men > hup- 


f T hiapJ Chu? 


WHA-* 


' lUlAV r/NI\ MING WOULD 
GET THAT EXHAUST FIXED 


'BUT WAIT, J WHO IS THIS WHO 
WATCHES FROM AFAR„.? IT'S 

MINO THE MORON THAT'S WHO'- 


AN 


THE STEERING'S A 


BIT DODGY, 


TOO 


LAWPJMOVveR p 


nHOHJi ITSA SmSHlPt JUS S V\ S 
WHAT I NEED! I'LL DASH UP \ *\\ 
AN' CAPTURE IT AN' PINCH IT ) 

AN' GET AWAY AW' ESCAPE A 
AM' GO HOME,., 


1 I'LL BET MY BEST FROCK 1 
THAT HE POSEN'T MAKE IT TO 
FOUR FLYING THAT THING 1 . 


NEKS Amu 





































































_ m OFFICIAL ^ 

Advanced 

Dungeons^pragons 



COMPUTER PRODUCT 


]ln the mystical world ofKrynti an epic battle rages between the forces of good and 
evil. Eight brave companions enter the treacherous ruins of the temple ofXak Tsarot 
seeking the precious Disks of Mishakal — the only end to this infernal struggle. 
Draconian monsters, skeletal undead, powerful magic and countless other tern 

face the adventurers but the way 


barred by the ancient black dragt 
Khisanth. Find the key to destroy 
Khisanth or you are doomed to 
failure. 


ARCADE ACTION 


CBM 641128 


SPECTRUM 481128 


AMSTRAD 


IBM PC & COMPATIBLES 


ATARI ST 


AMIGA 


lihe fabled city of Phlan has been overrun by monsters - your 
quest: discover the identity of this evil force. No detail is missed, 6 player ^ 


characters; non player characters; the 
Adventurers' Journal packed with history, 
maps and clues, and the Translation Wheel. The gameplay 
is exhilarating and the graphics state-of-the-art portrait 
displays, 3D-perspective, tactical combat display and 
personalised weapons: the ultimate breakthrough in fantasy 
role playing computer games. 

CBM 641128 

AMIGA ATARI ST 

IBM PC & COMPATIBLES 


fantasVrole playing 


U.S.Gold Ltd., Units 2/3 Holford Way, 
Holford, Birmingham B6 7AX. 

Tel: 021 356 3388. 


© 1988 TSR, Inc. All rights reserved. Advanced Dungeons and 
Dragons is a trademark owned by TSR, Inc. Lake Geneva, WI, U.S. A. 
and under license from SSI, Inc. Mountain View, CA, U.S.A. 
















































































COME ON DOWN, 
THE PRIZE IS 
RIGHT!! 


WIN YOUR OWN 
GAME SHOW HOST! 


THE BOBBY YAZZ 
SHOW 

says come on down to all CRASH 
readers and get the best competition 
prizes right here! 

Come on down because the prize is 
definitely right, orcould be ifyou enter 
this great Destiny competition. The 
Bobby Yazz Show ( 85%, Issue 57) is 
the subject of this comp and as you all 
remember Bobby is your typical game 
show host. Unfortunately his game 
show has a fatal, unique feature (bit like 
Schwarzenegger's The Running Man - 
Ed) - whenever a competitor inevitably 
fails a round he doesn't just get the 
Bobby Vazzcheque book and pen, the 
unlucky person is killed! 

Well, luckily there was no chance of 
me risking life and limb when I rang 
Destiny and asked them for details of 
prizes, but then they're such a nice 
bunch of people anyway. (Well, to tell 
you the truth, Destiny's main man was 
in hospital, and things were extremely 
different-GWS Francis!) First prize is 
a strange looking entity called Mr 
Game Show from a company called 
Rainbow Toys (no relation to Rainbow 
Arts, so you won't be getting sued or 
anything like that!). What does it do? 
Actually this small Leslie Crowt k °r 
lookalike has an incredible 70C 
vocabulary, enabling him to participate 
in one of three different quiz games. 
The figure will also praise you for 
correct answers and scold - but not kill 
-you for incorrect ones. 

Thirty runners-up will receive a copy 
of The Bobby Yazz Show game. To 
'come on down' and possibly win a 


show questions below. Then post the 
answers (on the back of the obligatory 
postcard etc . . . ) to . . . THE PRIZE 
IS RIGHT, CRASH, PO Box 10, 
LUDLOW, Shropshire SY8 1DB. All 
entries will be perused by the terrible 
trio of CRASH Judges, and their word, 
as usual, is final ('final' - CRASH 
Judges). Remember, entries must reach 
us by January 1 1989, or else by the 
time you come on down, we'll of all 
gone home, ha ha! 


1 Which game show does Paul 
Daniels host? 

2 This man coined such famous 
phrases as 'good game, good 
game'and 'give us a twirl' - 
who is he? 

3 Who says 'come on 

4 Which famous 
prize is won 

5 On which show can the 
contestants win 'big 

6 Which TV quiz show is 
by Michael 


ori7e. iustanswerthe 


y peasy game 

■ 
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Well, it’s that time of year again. Relatives you hardly 
ever see descend on your humble abode and stuff 
themselves with as much food and drink as they can 
find (people not unlike our Phil and Nick). So just smile 
sweetly and accept all of those unwanted presents 
(usually the sweater with four arms and two head holes 
that Aunt Mable has been giving you for goodness 
knows how many years). 

Yuletide is well and truly upon us, and aren’t pre¬ 
sents expensive these days? Even a cheapo-car clean¬ 
ing kit (shouldn’t that be cheapo car-cleaning kit? - 
Ed) for the Ed’s Fiesta doesn’t leave much change out 
of a tenner. 

Hands up all those of you who have asked Santa for 
a computer game for Christmas..? All of you have? 
Great. What would we do without the software houses 
to fill out all the wrapping paper bought at Christmas 
time? Those selfless servants of the public pocket 
deserve all the support they can get, so make them 
happy in 1989 - go out and buy their games! (Okay 
Mark, end of the software industry advert! - Ed.) 

Okay, enough joking around, let’s get down to busi¬ 
ness. James Brown is blasting out of the office hi-fi 
system (Nick’s portable cassette/radio), the sun is 
shining (behind heavy, black clouds) and I’ve got a 
stinking cold, so what’s new? 

Well, you’ve sent in lots of nice screen shots, loads 
more have been liberated from the mountains of 
strike-delayed mail, and here’s a selection ... Hang 
on, who’s this clanking into the office? It’s none other 
than RoboCop. You won’t find any ED 209s in here 
mate, although we do have an Ed over there ... 



S‘5S?2 


◄ Gavin and Michael 

Nottingham have here half- 
inched the cassette cover design 
for Imagine’s Salamander ; and 
very good it is too, nice work 
guys. 
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PART MAN, 
PART MACHINE 
ALL COP. 
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4 i^wjsfflawa^asa 

these evil types causing so much aggro.. 


A No sooner had I made my plea «fi | 

Kino h Kn 0 n’n th h?^i!!l 8soundlike ▼ Ah, here’s just the fella. R S Krom from The Netherlands sums up my 
door was 9 blown n« W the feelings precisely. Forget steroids, get yourself bathed in gamma radia- 

andinthrougMhesmokinarub- tion and y0U ’" e " d “ P 35 bi9 3 " d 9ree " 35 ( protably de3d 

? b ^° de ' i' J RoboC °P' he soon 
sorted the baddies out. (Appa¬ 
rently we can move back into the 
office in about three months’ 
time - when the builders have 
finished.) Thanks to Chris Pell 
(who else?-Ed) for the picture 

Now, who can we ask to sort 
out our Phil and Nick..? 


4 And now the end is near, so 
I face the final curtain’, yes 
here it comes, the end of 
1988. You just seem to get 
into your stride, then bang, 
you’re a year older. How has 
your year been? Mine’s been 
pretty lousy (what with being 
stuck in hospital for a couple 
of months earlier in the year). 
But I’m a lot better now, I 
won’t go into the gory 
details, they might put you 
off your Christmas Dinner. 
But if you insist... I had a 
very complicated operation, 
something to do with having 
my wallet surgically 
removed, as a result of being 
told it was ‘my round’ down 
at the local Pig and Whistle. 

I would like to take this 
opportunity to wish you all a 
very Merry Christmas, and 
thank you for sending in your 
hard work throughout 1988. 
It’s unfortunate that I haven’t 
been able to show off all of 
your screen shots, but that’s 
showbiz as they say. (No, 
that’s space - Ed.) 

Oh, and before I forget, 
some of you have been 
sending me black and white 
SCREEN$s recently, they’re 
all very nice, but the Ed has 
asked me to ask you - colour 
shots from now on please. I 
may let the odd black and 
white shot through occa¬ 
sionally, but I think you must 
agree colour does liven up 
the page, especially as OTS 
is now printed on whispy 
white paper. 

So keep sending me your 
OTS entries in 1989, and 
remember the same rules 
will apply. Design your won¬ 
derful screen(s), pop a cas¬ 
sette or disk containing the 
said work into an envelope, 
and please remember to add 
the SAE if your work is to be 
returned. (I still get people 
wanting their cassettes 
back without sending an 
SAE. As this is Christmas I 
may be merciful, but please 
send an SAE if you want your 
work back from now on.) 
There is a £40 worth of soft¬ 
ware prize for the best, and 
£10 worth for the rest shown. 

So don’t sit and fall asleep 
in front of the TV on Christ¬ 
mas Day! Design a screen 
and sent it to ME, that’s ... 
Mark ‘WARHOL’ Caswell, 
On The Screen, CRASH, 
PO Box 10, LUDLOW, 
Shropshire SY8 1DB. See 
you next year... 
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APPROACHING 

PHANTIS 


You must rescue ARKOS, 
the hero of the rebellion 
against GREMLA, who has been 
imprisioned. You combat 
the kamikaze hordes, dodging 
missiles and avoiding balls of 
incandescent magma. 
Once you enter the caverns of the 
planet PHANTIS you fight your way 
through. 


mmo 


STRUGGLING 

ON 

After abandoning the ship you 
capture an ADREC in order to 
continue advancing on the planet. 
A dagger is the sole weapon 
you rely on to fend off the 
inhabitants. You fight against the 
enemy troops. You have to steal a 
weapon. And advance forward, 
straight ahead. Nothing can 
detain you. 


comm 


THE PRISON 


You cross swamps, 
mountains and forests... 
there are enemies all over. 

The way to the prison becomes 
more hazardous the further you 
advance. You take command 
of a helicopter, descend into 
the entrails of the planet, and 
arrive at the prison. It is heavily 
guarded. Will you be capable of 
freeing ARKOS?. 


ATARI ST 


spicim 


* SPECTRUM *AMSTRAD CPC * COMMODORE 64 * MSX * 


*PC COMPATIBLES * ATARI ST* 


DISTRIBUTED BY 


For a full broadsheet describing the complete range or information on your nearest stockist write to: 

Electronic Arts. 11-49 Station Road, Langley, Berkshire SL3 8YN, England. Or call our 
Customer Services Dept, on 0753 46465 
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become very routine and boring after a 
while* regardless o£h° w innovative or 
tremendous you thought it was- at the 
beginning. Of course, being the modest 
chap that I airt,*I.never think that nly 
games are innovative or tremendous - 
it’s just a simple fact that they’re fantas¬ 
tic. (I hereby state that the juniverse 
revolves arOund a phenomenally dense 


Thinking about ■Exolon and Cybemoid r I 
decided that the information panel in 
Stormlord should be. a totally dinereht 
affair from the panels in these games. I 
have the ide4^ofirfcpres£ t ntitt§ virtually 
.all the information ; the player of 
Storlnlord will require i$a graphical, as 
opposed to numerical, form. At the end 
of the day it will look a lot more pretty 
and less boring thanjmy old style panels. 

1 set about doodling with some panel 
designs, trying; to.find a happy medium 
betweep graphical appeal and func¬ 
tional legibility. I really get into design¬ 
ing graphics an<J often find that many a 
crdltive hour has passed without me 
noticing. These ifiys, regretfully, it is 
becoming the mo rm for graphics to be 
drawn by an artist leaving the program¬ 
mer’s time free to concentrate on ced¬ 
ing. Oh well, at the end of the day it^di 
adds up to a better game. 


Ahh! How wonderful it is to once again 
be tucking into my pride and joy - 
Stormlord. To be quite honest, I was get¬ 
ting rather jaded bashing away at Cyber- 
noid //-type code for so many months. 
Programming the same game can 


I am informed of a meeting to be held 
with Paul ‘nice guy’ Chamberlain (Soft¬ 
ware Manager) at Hewson HQ on the 
19th. Nick Jones (my C64-oWning 
chum) and I will both have to attend. In 
fact,. Nick and I have been paired 
together so often these days that you’d 
think we were brothers, despite the fact 
that I’m infinitely more handsome than 
he is. 

II October 1988 

Nick and I discuss.(between numerous 
renditions of Bohemian Rhapsody by 
Nick on the piano) possible ways that 
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the main character in Stormlord may fire. 
In the end I opt for a system whereby 
the player holds down the fire key to 
build up energy and then releases the 
key to throw the projectile. The more 
energy has been built up, the faster and 
further the projectile will go. This intro¬ 
duces a nifty element of strategy that I 
will utilize when planning out the maps. 

12 October 1988 

More coding up of Stormlord' s informa¬ 
tion panel gets the ‘life force’ and ‘fairy 
level’ (!?!) indicators working. I am very 
pleased with the way it’s looking. 

13October 1988 

I visit good friend and fellow program¬ 
mer, David Pei;ry (who wrote Savage) to 
have a look at his new car (a nifty VW 
Scirocco 1.8 Turbo). The Only problem 
is that good old David is 6’8” tall, and 
so has to drive with the sun rpof open all 
the time! (This is actually true, folks!) 

14 Qctober 1988 

* I spend the best part-of today re-coding 
the sprite-handling system in Stormlord. 

I tduld adopt the old adage of‘.if it works 

• then leave it’f but feel that tfie newfnod- 
ifications (that make tl# routine more. 

^flexible) wifi pay dividends ‘ as far as 
programming time goes in the long run. 

18 October 1988 

The usual ‘last-minute rush’ that most 
programmers*know # and love is in full** 
Qp^tion as* 1.frantically ‘bang that 
•code, lb’ rphdy for the fiieeting tomqr- 
rojf.-Why is it tJiat my Spe*ctrjim always 
stfcts playing Uft at tftnes like this ? JLpad 
‘plastic ’^mas^ing * against desktop’. 
naiSfes,« cries* of. % work* you vicious 
thing!’ (word’changed due to decency - 
Ed) and ‘Oh f^LEASEP can be heard * 
emanating throughout the household.’ 
You could, probably fry bacon on* my* 
forehead th^pugh thpse demonstrations 
of that&ld saying ... ,. 

'It's a md. workman who smashes his tools 
to hits and swears a lot ■ ■' . 4 . V 


19 October 1988 

After saving my demo for Stormlord onto 
tape at the last minute, I rush to Nick 
Jones’s house thinking that if I zoom 
alpng at highly dangerous speeds we’ll 
be in time for the meeting. Nick abso¬ 
lutely insists that he must have a shower 
before we set .off because he, .‘feels 
awful’. (One of these days..-..) 

# Apart from me being blamed for 
being late, the meeting with Paul Cham¬ 
berlain *at*Hewson probe's to be e!lcep-. 
tionally unusual. Nick and I are actually* 
slightly praised for our work (but as * 
usual we had to make our qwn cqf 1 
r fee ... ). We * discussed the CRASH* 
£<ovet.demd of Stormlord and decided * 
that a few more, dxys workVould make. * 
it worthy of your Indubitable scrutiny. 
(Look out Jbr. the demo.crf RaPs latest “ 


► Raf strangling innocent moggie 


J0^ 




# 

* and greatest game on .the next issue of 
CRASFf.) I don’t know, you people get 
such unbelievable value for money from 
Jhis splendiferous magazine - excellent 
reviews, competitions, photographs of 
Corinne Russell and J^laria Whittaker, 
cover tapes and Cecco’s Log, but pf 
cotfrse!), (Cheers, Raf. I knew that free 
CRASH T-shirt would have some effect 
on you! - Ed.) Paul shows me the 
Stormlord packaging artwork and logo. 
Hmmm . . . Jolly good I reckon, 
except that the fairy has been de-winged 
(but then, nobod y’s perfect, although 
Andrew Hewftii insists that he comes 
pretty close.) 


> that he c< 


^21 October 1988 

Now,' I bet you expec.f me to say; ‘for 
some reason Jhis month’s log has to be 
ended garly’.. ;• • . -X \ 

Well I canft because For sonic reason 
this nro|lth’s*Ipg to be ended-Otrly. 
‘(Chuckle ..’.,) V .* * ..[7 * 

Oefore you goyRaf, where’s the 
seductive screen shots of Stormlord that. ... 
you promised * last month « - Ed.*) % 
(Umm ... - Raf (leaves in *a clo® df 
dust ...))* • . V •* 
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QUALITY APPROVED REPAIR CENTRE _» / »\C-> \3l + 


HOW TO GET YOUR 48 K SPECTRUM REPAIRED FOR ONLY ElS-S^ ^ri * 

m NOW available -the official Spectrum upgrade! Q?cu 

■Turn your Spectrum into 
la Spectrum + for just £24.95_ 



Professional full sizeneyBoara 
- includes 17 mtra keys 

• Responsive rvoeyynter style action 

• Acceots all current Spectrum 
software ana peripherals 


- ■ ' - " „ .1 
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Here's some exciting news 
for Spectrum owners. .. 
the official Spectrum Upgrade Kit. The Upgrade has everything 
you need to turn your Spectrum into the stylish new Spectrum 
+ you don't even need an understanding of electronics, jurt 
the ability to solder a few wires together! The leaflet in the kit 
gives clear step by step instructions, if you're not sure about 
doing it yourself, don't worry. Simply return your 48K Spectrum 
to us and for £31.90 + £1.75 p+p we ll upgrade it for you. 


TEN ★ REPAIR SERVICE 



★ While you wait repairs £22.50 48K Spectrum. 
£25.00 spectrum +2 

★ All computers fully overhauled and fully 
tested before return. 

★ Fully insured for the return journey. 

★ Fixed low price of £19.95 including post, 
packing, parts, labour. Spectrum +2 repairs 
only £25.00 fully inclusive. 

Discounts for schools and colleges. 


Six top games worth £39.00 free with every 
Spectrum repair. Now includes FREE memory/ 
keyboard test. 

We also repair commodore 64's, VIC 20, 
Commodore 16 +4, Spectrum +2 and +3. 

The most up to date test equipment developed by 
us to locate faults within your computer. 

Rubber keyboard repair (replacement membrane 
only). Just £10.00 including p+p 
r 3 month written guarantee on all repairs. 



56 Way ribbon 
cable to extend 
your ports for 
your peripherals 
£10.95 plus £1.75 p&p 


The official spectrum upgrade. Naturally your upgraded computer 
X will accept all the peripherals in your Sinclair system-interface 1, 
m Microdrives and so on • as well as all Spectrum software^ Just as 
“ important, new Spectrum software and peripherals will be designed 
with the Spectrum + in mind. So the Sinclair upgrade adds stylish 
looks new capabilities . . and new potential for the future 
The bigger, better Spectrum keyboard 
The Spectrum * measures i2Vz x 6 it has a large typewriter-style 
keyboard with hard, moulded keys You'll find the new keyboard has 
a smooth positive action - ideal for touch-typing, word processing, 
simulation programs, and extended programming sessions Two 
retractable legs give a perfect typing position. There are 58 keys m ait 
including 17 new keys. Programmers will be pleased td see dedicated 
punctuation keys, a space bar, and separate shift keys for graphics and 
extended models. And a reset button allows you to clear a program 
from your computer's memory without disconnecting the power 
supply. 

HOW TO ORDER BY MAIL 

1 if you require us to do the upgrade for you please send £31.90 -£1.75 

2 Should you require the do-it-youseif kit just send £24.95 - £175p*p 

Total £26.70. w 

3 if you require your Spectrum to be repaired 
and upgraded to a Spectrum Plus we have a 
special offer price of just £50.00 complete 
Orders can be placed by using your Access/ 

Visa Card on the numbers below 





BEST PRICES ! 

5T ARE YOU ANOTHER CUSTOMER - fed im 
waiting weeks for your estimate? 

Need your computer repaired fast? Then send it now to the Number One Repair 
Company In the U.K., or call in and see us at our fully equipped 2,500 square foot workshop, 
with all the latest test equipment available. You are more than welcome^ 
we will repair your computer while you wait and help you with an ' of your technical problems. 
Commodore computers repaired for only £35.00. Please note we gove you a 100% low fixed 
price of £19.95 which includes return post and packing, VAT, not a between price like some 
other Repair Companies offer We don't ask you to send a cheque in for the maximum amount and 



The Cheetah 125+ Rapid Fire 
Joystick and Ram Dual Port 
Turbo interface. 

Recommended retail price £20.90^ 
Special offer price £18.95 
items can be purchased 
separately. Ram Dual Port Turbo 
interface £12.95+ £1.75 p&p 
125+Joystick £7.95 £1.75p&p 


__ ,%7/< 

-- design 

Power supply for your 
Spectrum doesn’t 
even need a plug, 
only £10.95+ 1.75 p+p. 





shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for quality and — 
speed, don't risk your computer to any other unauthorised repair centre. We dont just repa |r v 0 

fault and send your computer back, we give your computer a \ CON|*J: pONN^J: 

OVERHAUL WITH EVERY REPAIR WE DO:- 

we correct colour, sound, keyboard, check the loading and saving chip, even 
mul new feet on the base if required. Check for full memory, check all sockets 
including ear/mike and replace where needed. All for an inclusive 
which includes VAT, parts & labour, return post, packing & insurance. No hidden 





extras whatsoever 

(Should a computer be classed as unrepairable due to-tampering we may be able to offer a 
replacement circuit board at additional charge.) ____ 

URGENT NOTICE Don't be misled by adverts showing between prices. A recem 

complaint against a Manchester repair firm, Mancomp, was upheld by ^Advertising 
Standards Authority on two counts, "It had stated BBC repairs between £14 and £45 
then charged the customer £85." Their guarantee policy was misleading as i^did not 
make clear that all repairs were not covered 


Developed by us - is 
size of conventional 
power supplies Just 
£29.00 + 1.75 p+p 


J+'-T^/SPECTRUM 

3 CASSETTE _. _ 
LEADS KJH 


"Spectrum keyboard 
membranes 

I £5.50 plus £1.75 p&p 

Spectrum Plus spare keyboard 
membranes £12.90 plus £1.75 p &p | 

ON-OFF SWITCHES 

FOR THE SPECTRUM 
AND SPECTRUM 
ORDER No 
1067 SPECTRUM 
1067A SPECTRUM + ' 

C4.95 + 1.75 p + p 





THE VIPEOV AULTCOMPUT 
COMPANIONlJmaMT 




LOAD YOUR CASSETTE 
SOFTWARE INTO YOUR 
+3 USING THESE 

^■£4*50 

£1.75 P&P 




USEANY 
JOYSTICK Wl 
YOUR SPECTRUM T 

SINCLAIR JOYSTICK ADAPTOR FOR 
CONNECTING SPECTRUM +2 f 
COMPUTERS TO MOST JOYSTICKS r 





New bigger catalogue now available containing over 2,500 items including software for all computers, joysticks, 
spare parts, business software, books, plus many more. Just send 3xi9p stamps for your free copy. Over 20 pages 

full of top quality pr oducts delivered to your door by return post. _ I POST + PACKING^" 

CHARGES UK ONLY 
OVERSEAS 
POST + PACKING 
CHARGES PLEASE 
WRITE FOR 


Old Kingsmoor School, Railway Street, Hadfield, Hyde, Cheshire SK14 8AA 
Tel: 04574 66555/67761/69499 Main Office, enquiries and orders only. 
Manchester telephone 061 -236 0376 While you wait centre only, 
we regret the Manchester Branch cannot take mail order orders, 
please use main office number 
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COPYRIGHT VIDEOVAULT NO. 885050 FAX NO.04574 68946 






































































Anybody who has a computer must get their hands on the new 
computer companion, over 3,000up to date items from all 
the leading manufacturers. 

Whether you have a Spectrum, Commodore, Atari St, we can 
cater for you. We have disk drives, joysticks, interfaces, 
in fact everything you could require for your computer, 
from games to business software. 

No need to shop around we offer a 1st class delivery 
service straight to your door on all major items. : 

HOW TO ORDER YOUR FREE CATALOGUE j 

Justsendus3xl9p stamps to cover the cost of p&p and * 

we will rush you our new edition straight off the press. 

videovault- the market leaders in computer repairs^ 

& software. A company 
you can rely on. 
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VIDEOVAULT TEN ★ STAR SERVICE 
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If 

I VideoVault Ltd, Old Kingsmoor School ■ 
I Railway Street, Hadfield, Cheshire SK14 8AA. _ 
Tel: 04574 66555/67761/69499. ■ 

| Heac 


PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE 
■ AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. 
11 ENCLOSE 3 X 19pSTAMPS TO COVER POSTAGE COSTS 
| MR/MRS/MISS 

■address 

Ltd | 


POST CODE 


Head Office & Access & Visa orders, queries, 


WE NOW HAVE FAX: (0) 4574 68946 

©COPYRIGHT VIDEOVAULT N0.889041 


BLOCK CAPITALS PLEASE 


| CUT OUT THIS COUPON AND POST IT TO: 

■ VIDEOVAULT LTD, OLD KINGSMOOR SCHOOL RAILWAY STREET, 

■ HADFIELD, CHESHIRE SK14 8AA. 
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WIN 

this solid silver 
Grail, worth £5,000, 
in the exciting Quest 
for the Holy Grail 
competition. Full 
details in every box. 


Screen shots from 
Atari ST version 
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Signature 
Name _ 


Address 


Please send me Lancelot on O cassette O disc 

f or: ________ (state machine) 

O I enclose a cheque for £ _ (including VAT and p&p) 

made payable to Mandarin Software . , .-- 

D Please debit my Access/Visa number: xpiry a : I—— 

I I I I I I I I I I I I I I I I Lill 


F T WA R E 


Level 9 


Format 

Tape 

Disc 

Price 

Atari ST 


• 

£19.95 

Amiga 


• 

£19.95 

Amstrad PC, IBM PC 
and compatibles 


• 

£19.95 

Amstrad CPC/PCW/ 
Spectrum Plus 3 


• 

£19.95 

Commodore 64 

• 

• 

£14.95 

Spectrum 

• 


£14.95 

Amstrad CPC 

• 


£14.95 

* Atari XL/XE 

• 

• 

£14.95 

BBC Master 


• 

£14.95 

* Apple II 


• 

£14.95 

Macintosh 


• 

£19.95 

MSX 64K 

• 


£14.95 


Note: Tape 
versions have 
three cassettes 
in every package 


Postcode- 


These formats and all tape versions are text only. 


Send to: Mandarin Software, Europa House, 

Adlington Park, Adlington, Macclesfield SK10 4NP. 
Enquiries: 0625 879940 Order Hotline: 0625 879920 


rave l back to the 
Age of Chivalry when 
knights w r ere bold, 
galloping across the countryside 
and rescuing damsels in distress. 

Level 9 recreate the time of 
wizards and the Knights of the 
Round Table in their greatest 
adventure yet. Lancelot consists of 
three interlinked adventures, spanning 
the complete saga from the foundation 
of the Order to its finest hour - the quest for 
the Holy Grail. 

Guide Lancelot through his many exploits at 
Camelot, battle with wayward knights, and win the 
love of Guinever and Elaine. 

The challenge which has fascinated treasure hunters 
through the centuries is now yours - and you’ll need all 
your strength, wit and valour to achieve your goal. 


Inside every box there’s a detailed guide to 
playing Level 9 adventures, a background story to 
the classic legend, a parchment map of Arthurian 
England - and full details of how to take part in 
the Quest for the Holy Grail competition. 
























































































PROGRAMMERS 


PROGRAMMERS 

After publishing our reviewers' 'All Time Greats' in Issue 57 
we thought it a good idea to ask some of the Spectrum's best 
programmers what they thought were the true classics, and 
which binary maestros they most admired. Asking the ques¬ 
tions was fearless PHIL KING, his only conditions; no naming 
programs or games produced by the programmers'own regu¬ 
lar software house. A rule courteously followed by all... 
well almost all. 


MIKE SINGLETON (Maelstrom) 

An ex-schoolteacher Mike began his 
career writing games with Space Race for 
the Commodore PET -achieving record- 
breaking sales in 1980 of around 300. For¬ 
tunately his next game did a lot better. 
Games Pack One selling 90,000 for the 
ZX81. After that Mike wrote a variety of 
games for several machines, while work¬ 


3. Nebulus - 'the revolving towers gave a 
new twist to what is essentially a platform 
game; very effective.' 

Most admired programmer: Jeff Minter 
(early Llamasoft games and Psychedelia)- 
'he's gone off at a tangent from 
mainstream software to explore new 
avenues, getting out of the ruts created by 
cloned programs and ideas.' 


DOMINIC ROBINSON (Graftgold) 

Dominic first came to the attention of 
Spectrum gamers when he converted 
Andy Braybrook's C64 classic Uridium. A 
Spectrum version of this horizontally scrol¬ 
ling shoot-'em-up was thought impossi¬ 
ble, but Dominic succeeded with a bril¬ 
liantly playable and very detailed arcade 
game (90%, Issue 35). 

Not content with just one best-selling 
Spectrum shoot-'em-up, Dominic went on 
to score another hit with Zynaps (91 %, 
Issue 42). His third game, however, took a 
completely different approach being very 
puzzlish, released on Hewson's Rack-lt 
label Anarchy earned a very respectable 
77% in Issue 43. 

Unfortunately for us Spectrum owners, 
Dominic has now moved onto 16-bit 
machines, aiming to repeat there the suc¬ 
cess he's had on the Spectrum. 

1. Sta rstr i ke -' t h e ve cto r g ra p h i cs a re f a st 
enough to make it a very playable shoot- 
'em-up.' 

2. Commando -' it's just a great shoot-'em- 
up, brilliantly converted from the coin-op.' 

3. Alien 8 - 'the innovative 3-D technique 
of Filmation was put to marginally better 
use than in the earlier Knight Lore.' 

Most admired programmer: John Phillips 
[Impossaball, Nebulus) - 'his ideas are 
always original, and he's so competent 
technically as to be able to implement 
them well.' 


ing forthe now-defunct Postern. It wasfor 
the newly-launched Beyond label, how¬ 
ever, that he made his real breakthrough 
with a revolutionary ' landscaping '|g 
technique. The subsequent game. Lords Of 
Midnight, earned an unbeatable ten out 
of ten in Issue 7's Adventure Trail. Four 
years later its classic gameplay keeps it in 
the CRASH Adventure Chart, along with 
the sequel Doomdark's Revenge (10/10, 
Issue 13). Unfortunately the next 
revolutionary technique forced the delay 
of Dark Sceptre until Issue 47 (88%), while 
the final part of the Midnight trilogy 
seems almost permanently shelved as 
Mike develops yet more innovations for his 
own software label; Maelstrom Games. 

1. The Sentinel - 'the technical problems 
caused by the panoramicview were turned 
into a virtue of the gameplay, in terms of 
the way you must transferfrom one robot 
to another instead of moving.' 

2. Driller - 'it's technically impressive, 
although perhapsthe jerkinesscould have 
been ironed out, but nevertheless an 
atmospheric environment is created.' 


RAFFAELE CECCO (Hewson) 

Raf's first Spectrum success was with 
Equinox (Issue 30, 87%) which missed 
being a CRASH Smash by the barest 
whisker. Over a year later Raf returned 
with the combative Exolon to earn his first 
CRASH Smash (90%, Issue 43). Deploying 
even more fire power was Cybernoid 
(96%, Issue 51) which is one of the finest 
shoot-'em-ups ever to appear on the Spec¬ 
trum. Suitably impressed CRASH invited 
him to write the diary of his next project 
Storm lord. Briefly interrupted by the prog¬ 
ramming of Cybernoid II (88%, Issue 57) 
the game of the diary should be out for 
Christmas. 

1. Knight Lore -'it's just technically bril¬ 
liant and a great game too.' 

2. Jet Pac - 'it was very impressive at the 
time and tremendously addictive.' 

3. Commando - 'it's got very good scrol¬ 
ling; simply a great shoot-'em-up.' 

Most admired programmer: Tim Stamper 
(Ultimate) - 'Ultimate set new standards 
in Spectrum software. Theirs were the 
games which impressed the most-the'ul¬ 
timate' programming team!' 


ANDY ONIONS AND IAN OLIVER 
(Realtime) 

Along with third Realtime member 
Graeme Baird, Andy and Ian earned their 
first CRASH Smash for probably the best 
Star Wars variant available; Starstrike 
(93%, Issue 11). A more original sequel - 
Starstrike II- was an even bigger Smash 
(96%, Issue 26). Their next big hit was the 
classic Starglider (95%, Issue 36) which 
improved on the ST original in playability. 
Currently Andy isjust putting the finishing 
touches to the Spectrum version of Carrier 
Command (originally written on the ST by 
Ian and Graeme). 

1. Tetris - 'it's such a simple idea, but so 
deviously addictive.' 
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2. Tau Ceti - 'the strange 3-D shadowing 
technique used creates an eerie atmos¬ 
phere.' 

3. LastNinja2-'thevery detailed artwork 
is impressive even though it's in monoc¬ 
hrome.' 

Most admired programmer: Jon Ritman 
'he's very versatile and has tried many dif¬ 
ferent game styles.' 




2. Knight Lore - 'the innovative Filmation 
technique was very impressive.' 

3. Mercenary - 'it's a lot more than just a 
P|3-D l ihoot-'em-up: a very deep game.' 

J Most admired programmer: 'I can't think 
of anyone in particular.' 

MIKE LAMB (Ocean/Imagine) 

Mike's surname may imply gentleness but 
ironically he is best known for such 
extremely violent games as that popular 
beat-'em-up; Renegade (89%, Issue 44), 
the macho military training game; Com¬ 
bat School (with Andrew Deakin) (93%, 
Issue 48) and finally Target; Renegade 
(90%, Issue 52). He is aiming to continue 
this blood-soaked record with the soon-to- 


be-released Rambo III. 


1. Galaxians (Artie) -'it was written by my 
friend's brother and was one of the first 
quality Spectrum games.' 

2. Enduro Racer - 'I like racing games and 
this is one of the best of the genre.' 

3. Bubble Bobble - 'it's simply a very play¬ 
able game.' 

Most admired programmer(s): William 
Wray ( Galaxians ), Jonathan Smith, the 
Ultimate team - 'they're all very compe¬ 
tent.' 


(Graftgold) Steve was 
around in the very early days of Spectrum 
software with his Hewson trilogy of shoot- 
'em-ups: 3D Space Wars, 3DSeiddab 
Attack (79%, Issue 3) and 3D Lunattack 
(90%, Issue 4). His versatility was sub¬ 
sequently proven by the 'adventure 
movies' The Legend Of Avalon( 91%, Issue 
10) and Dragontorc{ 92%, Issue 16). He 
later created the space arcade adventure 
Astroclone (88%, Issue 22), the brilliant 
isometric 3-D robot game, Quazatron 
(94%, Issue 29) and the Gauntlet -inspired 
Ranarama (90%, Issue 38). More recently 
Steve has programmed yet another CRASH 
Smash, Intensity { 91%, Issue 57). 

1. Atic Atac 

2. The Great Escape 

3. Starstrike 

'Each marked a step forward in program¬ 
ming techniques but despite this, all are 
well-designed games in their own right 
which are very playable.' 

Most admired programmer(s): Raffaele 
Cecco, John Phillips - 'they are making 
more money than me! Seriously, they have 
used the machine well to create very play¬ 
able games.' 

DAVE MARSHALL (Digital Integra¬ 
tion) 

Dave first achieved fame with his amazing 
flight simulation, Fighter Pilot ( 86%, Issue 
2). The game was highly acclaimed as one 
of the most complex, yet enjoyable games 
of the day and remains one of the most 
realisticsimulations available on the Spec¬ 
trum. Dave continued his aerial success 
with the helicopter simulation, Tomahawk 
(93%, Issue 23). Advertised for ages before 
it appeared the game actually proved 
worth the wait, with yet another excep¬ 
tionally realistic depiction of modern war¬ 
fare. 

1. Elite -'it was very absorbing and kept 
you glued to screen for hours on end.' 


JOHN PHILLIPS (Hewson) 

John is best known for his innovative 
'rotating tower' game, Nebulus (85%, 
Issue 47). He also programmed the earlier 
ball-bouncing. Impossaball (89%, Issue 37). 
j Unfortunately John, like Dominic, has now 
defected to the 16-bit machines but its 
unlikely we've really seen the last of his 
ideas since his ST smash Eliminator is now 
being converted to the Spectrum. 


Si. Mercenary - 'it's one of the few wire¬ 
frame games which works really well.' 

2. Knight Lore -I'the isometric 3-D 
technique was so impressive.' 

3. Tau Ceti - 'an interesting 3-D technique, 
plus involving gameplay.' 

Most admired programmer(s): the Ulti¬ 
mate team, Steve Turner and C64 prog¬ 
rammer Paul Woakes (creator of Merce¬ 
nary ) - 'you never really know how 3-D 
games are going to turn out, but he always 
seems to get it right.' 



SEAN CONRAN (Vektor Grafix) 

Ace sound and graphics man Sean 
achieved instant success with hisfirstSpec- 
trum game, the militaristic Smash, 19 Part 
One-Boot Camp (he did the graphics AND 
the music—not Rob Hubbard). Sean is cur¬ 
rently working on a sound and music sys¬ 
tem for all formats and his ambition is to 
create a complete game by himself. 

1. Booty - 'although the graphics aren't 
very good, the game itself is just tremend¬ 
ously addictive.' 

2. Spectipede-'l used to play early arcade 
games in the pub and this version of Cen¬ 
tipede is very playable and extremely 
addictive.' 

3. Make-A-Chip (Psion) - 'I found it very 


Most admired programmer . John Pickford 
(formerly of Binary Design)-'his programs 
such as Zub and Amaurote always have 
nice little touches and excellent presenta- 
tion.' 



PETE COOKE (Firebird) ^ 

The name of Pete Cooke is synonymous >( - 
with original, complex 3-D space games 
such as the atmospheric Tau Ceti (94%, 

Issue 23) and the superb sequel, Academy . 
(92%, Issue 36). Later, he created an 
innovative 3-D version of Pong, the :k 

strangely titled Room 10 (62%, Issue 35). 


98 


CRASH Christmas Special 1988 


] 


HI 





















































) 


:Spec- 
f 9 Part 
:sAND 
s cur¬ 
ie sys- 
i is to 


ren't 

lend- 

rcade 
f Cen- 
ly 


very 


ckford 

•grams 

lave 

senta- 



10US 

imes 

4%, 

3 demy 


e 35). 





{ 5 fc * 

\ 7 • y °?BO^° OSe 

1 a-SV** 


3- C QrTV)*' v)S . 

1 8- 90*6- 


^QfStO^ 

A ‘ Rtocojfs 

I 6. p ' > 5?0»“ ,e S E 

i t.ssfear, 


FOR SPECTRUM 48K + 128K + +2. 

HOURS OF FUN TO SUIT ALL- 

TASTES 


arcade action 

ADVENTURE 
STRATEGY 
SIMULATIONS 




tVoflSS 

fi ^JraMU* 


rs&fe&vr 

2 lE6'0^ 0 M006 

•feSSS— 

'Sssfe*- 




‘tSSS^ 
t^jffSSSS" 0 ^ 

, ^ect^s of oe, * oN 


USSSST 

, vSg#> 

v2§S?S*so**'*’' 

0 t40E^° 




3 ; v^ooM _c the - 

-^Ssss 




OW TO ORDER 

ME: I. 

DRESS:. 


WHERE TO FIND US. 


.....POSTCODE:. 

^se send me ets of 10 tapes + £1.50 p&p each 
k if cheque □ 

CESS or VISA 

!□□□□□□□□□□□□□□□□ 

IEQUES & P/ORDERS MADE PAYABLE TO LOGIC SALES LTD 01 


Mail or Telephone orders from: 

19 THE BROADWAY, SOUTHGATE, LONDON N14. 

TEL: 01-882 6833 

or direct from above address and: 

6 MIDGATE, PETERBOROUGH, CAMBS. 

155 HIGH STREET, WALTHAM CROSS, HERTS. 




















More recently Pete programmed the 
intriguing Smash, Earthlight (90%, Issue 
53). 

1. The Sentinel - 'it's a truly astonishing 
game with a wonderful panoramic 3-D 
view/ /||1P^ ' 

2. Highway Encounter ~'it was excellently 
implemented and not so tough as to be 
impossible, but pitched at just the right 
level of difficulty/ 

3. Fighter Pilot-' a very good flight sim and 
by far the best in its day; ahead of its time/ 
Most admired programmer: Costa Panayi 
( TLL, Highway Encounter) - 'he has an 
instantly recognisable style and the con¬ 
tent of his games is also distinctive/ 

CHRIS ANDREW (Incentive) 

Chris is best known for his work with Major 
Developments in creating the recent solid 
3-D, Freescape games Driller (97%, Issue 
47) and Dark Side (95%, Issue 54). The 
Freescape graphics system, which took 
over 14 months to create, is also being 
used for Total Eclipse (as seen on last 
month's demo cassette). 

1. The Sentinel - 'a very original concept 
and an innovative 3-D technique. It was an 
accomplishment to fit it all into the Spec¬ 
trum/ 

2. Lunar Jetman - 'I used to play it a great 
deal; very addictive/ 

3. Knight Lore - 'The Filmation 3-D 
technique was extremely impressive and 
way ahead of its time/ 

Most admired programmer: the Ultimate 
team - 'they raised the qua I ity of Spectru m 
games and made other programmers sit 
up and take notice/ 

JULIAN GOLLOP (Target Games) 

Julian's futuristic strategy gam e Rebel star 
Raiders achieved cult status, but a revised 
version, released on the Firebird Silver 
(now Silverbird) earned a well-deserved 
CRASH Smash - Rebel Star (93%, Issue 31). 
His latest release - Laser Squad - took 
many months of hard work and is 
reviewed in this issue's Frontline section. 
The game is available from Target Games 
Which is Julian's own company, for which 
he is currently working on expansion mod¬ 
ules. 

1 . Lords Of Midnight - 'it's very atmos¬ 
pheric and totally original' 

2. Vulcan - ' it's j ust a great strategy game.' 

3. The Rats -'it has a tremendous amount 
of atmosphere.' 

Most admired programmer: R T Smith 
( Vulcan , Arnhem)- 'all his games are very 

well designed and also well programmed.' 

MEL CROUCHER (Anyone who pays 
enough) 

Well what can be said about the mysteri¬ 
ous Mel? He was around in the pioneering 
days of Spectrum software as co-founder 
(with Christian Penfold) of Automata, and 
conceived many innovative games such as 
Deus Ex Machina (complete with syn¬ 
chronised sound track! - unrated in Issue 
10), My Name Is Uncle Groucho, You Win 
A Fat Cigar and Pi Mania which achieved a 
cult following. After leaving Automata 
(on April Fool's Day!) in 1985, he instigated 
equally innovative projects at CRL, includ¬ 
ing the intriguing ID in which an alien 
lifeform, with a realistic personality, took 
up residence in the computer. Now, of 
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course, Met is a freelance writer - his 
Monitor articles are currently running in 
alternate issues of CRASH. 

1. Deus Ex Machina 

2. My Name Is Uncle 
Groucho You Win A Fat Cigar 

3. PiMania 

'They are all just brilliant!' 

Other people's games: 'I hate them all!' 
Most admired programmer: Augusta Ada 
Byron-'she wrote the first ever book 
about computer programs in 1843, at the 
age of 28. She died age 36 from consump¬ 
tion, but she was dead right about com¬ 
puters!' (?) 

DAVID LEITCH (Binary Design) 

David has recently completed the soccer 
management game. Professional Football 
(reviewed in this issue) for CRL. He's cur¬ 
rently working with the Binary Design 
team on the Spectrum version of the orien¬ 
tal beat-'em-up coin-op, Double Dragon, 
for Melbourne House. 

1.3-D Ant Attack - 'it was great at the 
time; a nice idea well executed with plenty 
of atmosphere.' 

2. Match Day II- one of the most playable 
games on the Spectrum, a lot of thought 
went into the gameplay.' 

3. Jet Pac- 'astounding at the time and 
more playablethan later Ultimate games.' 

Most admired programmer: John Pickford 
- 'my predecessor at Binary Design: he 
wrote the technically excellent Amaurote 
and the very playable Zub.' 

CHRISTIAN URQUHART (Cybadyne) 

Another 'veteran' Spectrum programmer, 
Christian produced many early games 
including Hunchback (66%, Issue 2), the 
perennially popular Daley Thompson's 
Decathlon (82%, Issue 10), Robot Messiah 
(forhisown label, Alphabatim-72%, Issue 
24) and more recently for Destiny Soft¬ 


ware, The Bobby Yazz Show (85%, Issue 
57). 


1. Atic Atac 

2. Cybernoid 

3. Knight Lore 

'They've all got plenty of game content.' 



Most admired programmer. Mike Single- 
ton -'he lives just down the road!' 


JON RITMAN 

Best known for the classic football games 
Match Day (86%, Issue 13) and Match 
Day II (91%, Issue 48) Jon has also created 
(with graphics man Bernie Drummond) 
some great isometric 3-D arcade adven¬ 
tures like Batman and Head Over Heels. 
He's now working on a football arcade 
game for Rare (formerly Ultimate). 

1. xeno — 'it's an awful one player game, 
but great for two players.' 

2. Knight Lore- ' I loved it at first sight and 
wanted to explore the whole play area.' 

3. Underwurlde-'itdrovemeupthewall, 

I just couldn't stop playing.' 

Most admired programmer. ChrisStamper 
- 'over the years Ultimate have produced 
the most amazing games.' 


MIKE FOLLIN (Software Creations) 


R 




Mike's first Spectrum game was the 3-D 
shoot-'em-up for Insight, Vectron (92%, 
Issue 24). He also programmed the Spec¬ 
trum version of The Sentinel (97%, Issue 
40), and the excellent coin-op conversions 
Bubble Bobble (90%, Issue 45) and Bionic 
Commando (92%, Issue 53). Mike is cur¬ 
rently working on the Spectrum version of 
the new GO!/Capcom racing game, LED 


Storm. 


1 . Knight Lore - 'the great 3-D graphics 
create a good atmosphere.' 

2. Code Name Mat - 'it's just a great first- 
person space game; I used to play it a lot.' 

3. Pentagram - 'well it's just Knight Lore 















































with firing really, but being a fan of the 
former, this appeals to me greatly/ 

Most admired programmer: Jonathan 
Smith - 'he's so competent technically/ 

DONALD CAMPBELL (Tiertex) 

Donald is known for his work for Tiertex 
(which he co-founded with John Prince 
just over a year ago) on coin-dp conver¬ 
sions such as Street Fighter ( 69%, Issue 53) 
and 720 Tiertex also programmed the 
original Rolling Thunder (47%, Issue 50). 
Donald is now working with the rest of the 
Tiertex team on Thunder Blade . 

1. 3-D Deathchase -'it's one of the most 
exhilarating, fast-moving games ever on 
the Spectrum/ 

2. The Sentinel - 'it's excellently 
implemented with so much depth/ 

3. Head Over Heels - 'as well as being 
graphically excellent, it's got plenty of 
intriguing content. 

Most admired programmer: Jon Ritman - 
'whether it's football games or isometric 
arcade adventures, all his stuff is very well 
thought out and technically competent. 

ANDREW DEAKIN (Ocean/Imagine) 

Andrew has previously worked on the 
Spectrum version of Combat School (with 
Mike Lamb) and finished the conversion of 
Taito's popular Operation Wolf (Smashed 
in this issue) months ago. Since then he has 
been concentrating on another Ocean 
game-of-the-film, Rambo HI. 

1. Cobra -'it's got so much playability and 
great scrolling.' 

2. Knight Lore - 'when I first saw it I just 
couldn't believe it/ 

3. Lightforce - 'it's simply the best shoot- 
'em-up ever done on the Spectrum/ 

Most admired programmer: Jonathan 
Smith (currently working on the second 
Batman game - demoed on the next issue 
of CRASH) 'he's consistently produced 
playable games with excellent scrolling.' 


THE OVERALL WINNERS 


ago to work on Nintendo games and 
original coin-ops. Here's what the prog¬ 
rammers' programmers remember 
when they look back into the history of 
the Spectrum. 

1.3-D Combat Zone - 'this early Jon Rit¬ 
man game, featured the first real 
attempt at true 3-D on the Spectrum and 
was very impressive at the time/ 

2. The Hobbit - 'simply one of those 
games which we played for absolutely 
ages.' 

3. 3-D Ant Attack - 'yet another truly 
impressive 3-D game, using the innova¬ 
tive 'Softsolid' 3-D technique. 


Chris and Tim Stamper 
(Rare, Ultimate) 

Weil, what can be said about Ultimate: 
Play The Game that hasn't been said 
already. In their day, which stretched 
from Jetpac (1983) to Pentagram (1986), 
they were undoubtedly the finest soft¬ 
ware house around. Their refusal to give 
interviews, the superb packaging and 
their brilliant games created a mystique 
which has yet to be replicated. 
Moreover, virtually all their games were 
excellent, some established game types 
of today find their roots in one or other 
of the Ultimate games. Atic Atac for 
example was probably the first arcade- 
adventure, while the influence of 
Knight Lore’s isometric Filmation 3-D 
remains powerful even today. Ultimate 
always emphasised attention to detail 


Most admired programmer: Jon Ritman 
(now working for Rare!) - 'he's been 
around a long time (no offence meant!) 
and has produced some of the most play¬ 
able games on the Spectrum.' 


TOP 5 GAMES 


KNIGHT LORE 
THE SENTINEL 
ATIC ATAC 
MERCENARY 
3-D ANT ATTACK 


and playability making Ultimate: The 
Collected Works an essential purchase 
more than three years after the last of 
the games were written. Games such as 
Pssst, Sabre Wulf t Underwurlde and 
Gunfright still captivate. All the more 
reason to mourn, then, the passing of 
this great software house into Spectrum 
history. Today the Stamper brothers 
head Rare, a company formed two years 


On being voted the best programmers, 
plus having their game Knight Lore 
voted best game: 'We're absolutely 
delighted; we are a group of individuals 
who just love games and the software 
industry. What started as a hobby is now 
our job and to get paid for what we 
enjoy doing is great. Even now we still 
love to play games and take great 
delight in seeing our products develop.' 


1 THE ULTIMATE TEAM 

2 JON RITMAN 

3 JONATHAN SMITH 

4 JOHN PICKFORD 

5 JOHN PHILLIPS 


... and not a coin-op, film or 
TV licence in sight! 
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BUY SPECTRUM+3” (Crash) 


if you want to use commercial Spectrum software 
f 'with the Plus 3 you MUST also buy a Romantic Robot' 
Multiface 3, or Amstrad’s disk drive will be useless 
r with commercial software. The Multiface 3 is the ONLY 
reliable way to copy Spectrum programs to disk.” 

(Computer Shopper) 

“Any 128K+3 owner will find it a wonderful device, 
indispensable even.” 

(Sinclair User) 
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LASER SQUAD 


weapons with individual. For example 
someone with a high firing skill could 
make excellent use of a sniper rifle, 
whereas a novice is probably better off 
with a costly heavy laser. The most 
deadly weapon on the list is the 
explosive, closely followed by the 
rocket launcher. 

Having suitably kitted out your 
squad you can the deploy them via 
some nicely presented, idiot-proof 
selection screens. Jngame graphics are 
similarly attractive, complete with 
building, trees and so on. These are 
shown in a kind of squashed overhead 
view 3-D which scrolls a character 
block at a time. A panel beside this 
main display identifies everything 
under the cursor in case there should 
beany doubt about it ‘Scanner screen’ 
- ‘potted plant’ - ‘comfy chair’ - even 
‘loo’. These items are merely for 
decoration, and occasionally for 
blowing up. It would add an arcade 
adventure element to the game if the 
player’s units could interact with the 
landscape in some more positive way. 

The player can deploy his six(ish) 
units on a selection of squares 
specified by the computer. Although a 
fairly wide area is offered it invariably 


makes sense to station the men as near 
to the entrance of the target building as 
possible. 

In the first scenario, The Assassins, 
this is the private home of a mad 
scientist, Sterner Regnix, who has 
been treating his research team to 
mind-manipulating drugs in an effort 
to make them work better. The Laser 
Squad, supposedly a group of ex¬ 
employees, have taken it upon 
themselves to stop this by 
assassinating the mad scientist. The 
player’s task is to use his units to do 
this, first finding Sterner and disposing 
of any robotic bodyguards encountered 
on the way. 

Play is menu-driven, with a series of 
options available in different modes. 
From an uncommitted map position the 
player can call up a strategic version of 
the map, which shows the whole 
landscape in diagrammatic form and 
the position of friendly and visible 
enemy units. This facility becomes very 
useful in the later, larger scenarios, 
when it is quite difficult to keep track 
of the branching corridors. 

Units can be selected in turn, 
triggering another menu. (This is 
where, for the first time, the player has 


obviously reducing credit points for 
weaponry. In practice I found that even 
level four armour offers scant 
resistance to the enemy lasers, with 
troopers almost always perishing after 
a second hit 

Economizing on armour leaves more 
money for the far more interesting, and 
effective task of weapons selection. 
Included here are a rocket launcher, 
dagger, grenade, explosive and six 
different types of gun. The 
characteristics of each type of weapon 
are set out in a rulebook table complex 
enough to be bewildering. In addition 
to the predictable damage factor, 
weapons have a different percentage 
chance of hitting the target at a 
distance and at close combat, a weight 
(and therefore an encumbrance value), 
and a skill factor to determine how well 
an inexperienced user will handle it. 
The weapons vary in cost too, in rough 
proportion to their firepower * but this 
should by no means be the only 
consideration when matching 


Producer: Target Games 
Author: Julian Gotlop 
Price: £9.95 


F ar back in the mists of time 
Julian Gollop wrote a superb 
strategy game called 
Rebelstar Raiders. Published 
by a small company it 
remained fairly obscure until Firebird 
released it on budget as Rebelstar. 
Now the game has resurfaced as the 
centrepiece of Gollop’s new software 
house - Target Games. Updated and 
thoroughly redesigned as Laser Squad 
the obvious question is, has Gollop 
produced another classic? 

First impressions are sadly 
disappointing due to lack of 
background detail. The Laser Squad of 
the title seem to be a freelance rebel 
sharpshooting team, here involved in 
three scenarios simulating individual 
combat for one or two players. It’s a 
pity more work wasn’t put into 
characterizing the squad members as 
this would obviously add to the 
atmosphere. Another drawback is that 
some of features described in the 
manual aren’t used by the scenarios 
included, but are instead promised for 
expansion kits. In my experience 
expansion kits are almost invariably 
exercises in wishful thinking on the 
part of the software house. 

Nevertheless the game seems well 
equipped for such kits, with the 
scenarios provided being loaded 
individually after the main program. 
The scenarios are The Assassins, 
Moonbase Assault and Rescue From 
The Mines. The first scenario Is the 
smallest and shortest, and is the one 
that most players will begin with. But 
not necessarily the easiest. 

in each scenario the player controls 
a team of six or so individual units. 
Each trooper has his own set of 
characteristics which, although not 
listed in the rulebook, can be examined 
once into the game itself. A pool of 
credits is available to be spent 
equipping each trooper. 

Equipment includes four types of 
armour, offering varying protection for 
the front, back and sides at a 
proportionately greater cost - 


A Deploying your troops at the game's start 
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was all too often settled by a couple of 
shots by a robot sprung from hiding. 

The second scenario, Moonbase 
Assault, presents the player with a 


the opportunity to examine the 
individual characteristics of the men.) 
Some, like weapon skill, are constant. 
Others, like morale and stamina, 
decrease with time and circumstance. 

Every action a unit performs, 
whether moving, opening a door or 
firing a weapon, uses up action points. 
How many depends on the type of 
action, and also how much weight the 
trooper is burdened with. In fact, even 
turning to face in another direction 
costs an AP, and it is irritatingly easy to 
waste points by spinning around in the 
wrong direction. Unfortunately there’s 
no facility to take back such moves. 
When the unit is facing the right 
direction, it can be moved forward in a 
reasonably simple manner. Closed 
doors have to be opened - 
occasionally, they have to be unlocked. 
In the case of the third scenario, 
Rescue From The Mines, they have to 
be blasted away with a rocket 
launcher. 

Nothing exciting happens until a unit 
runs into the line-of-sight of an enemy, 
and by the time this happens it is often 
too low in action points to fire. This 
system tends to put the attacker at an 
inherent disadvantage - which is my 
excuse for getting massacred with 
wearisome consistency on the easiest 


A Private Anderson's privacy being violated before the world 


level. 

Combat is elaborate but slick. Most 
fighting is done long-range. Depending 


NTLNE 


FORUM 


on the weapon, a unit can choose 
between three types of fire - auto, 
snap-shot and aim - and can even use 
the weapon as a missile. Autofire is 
inaccurate and therefore generally, 
ineffective, but it doesn’t cost many 
action points. Aim fire has afar greater 
chance of hitting its target, but it takes 
precious time. Such firepower can be 
aimed at anything, including walls, 
doors and items of furniture. The 
results can be spectacular. In the 
second scenario, one corridor was 
blocked by a gas canister. I fired at it 
and duly destroyed it Unfortunately, 
the firing unit was standing too close, 
and the explosion blew up everything 
within a medium radius. 

This is all made visually exciting by 
flashing fire-beams, colourful 
explosions and crumpled pieces of 
scenery when the beam goes wide of 
its intended target. It is satisfying to 
watch, but in my case the outcome 


Encouraged by the way that people continue to write to Forum, despite the 
occasional non-appearance of Frontline recently, PHILIPPA IRVING says, 
‘Keep it up!’.She’s running low on hints and strategies, so some more of your 
wisdom and experience would be useful - plus a few hints and tips, of 
course! 


Dear Philippa 

May I add my voice to that of Simon 
Deans (Issue 55) and say that I look 
forward to reading Frontline (it is the 
main reason I buy CRASH). Please 
maintain Frontline’s presence. 
Roundups of previous games could be 
the one way to do it, and be very useful 
as well. 

I must declare my preference for 
games where the player has complete 
control of the force, rather than relying 
on ‘luck’ and ‘discretionary attacks’. 
Such games as Falklands (33%, Issue 
27) and Annals of Rome (85%, Issue 
38) for instance. With Falklands , the 
challenge is not so much to win, but to 
win without losing a load unit (Mirages 
permitting). It is an easy game, even at 


Level Five, when adopting the best 
tactics - use all the air and sea strikes 
going, before the hand-to-hand 
fighting. But at least there’s the tactical 
element of being able to withdraw a 
unit before destruction. 

Annals of Rome is excellent. Afraid I 
missed your review - which issue? 
(85%, Issue 38 - Ed.) The struggle to 
establish Rome at first is well balanced 
(dontcha just hate the 
Macedonians?). Once past that point 
the whole scope of the game, and the 
potential for enemy action, is what 
makes it so good. Once set up, I played 
for a solid 12 hours, and still didn’t 
reach the year OAD. With another 80% 
plus still to do, what more can you ask? 
So what if it’s mainly numbers, but 
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more elaborate map, a larger team, 
and a greater number of opponents to 
destroy. Rescue from the Mines has a 
different flavour, for thr 


releasing three prisoners from their 
cells in a labyrinthine mine complex 
and escaping with them to the lift shaft 
rather than killing the enemy. 


The rulebook explains the basics of 
play well, then goes into full details 
about the workings of the games 
system. It’s a pity there isn’t any 


attempt to link the scenarios together 
with a more detailed background, but 
maybe you could write your own. 

After a few turns of practice, play is 


Presentation 90% 

A well thought-out orders system makes 
play fast without sacrificing complexity 

Graphics 87% 

Attractive, with imaginative use of 
‘special effects’ in the combat sequences 
Rules 80% 

Containing all the statistical information 
about the game that a player could want, 
but lacking in atmospheric material 
Playability 91% 

Addictive and challenging 

OVERALL 89% 

An excellent expansion of a 
classic 


being able to choose and assign 
leaders makes it come alive. 

Regarding roundups of previous 
games, as in Issue 54,1 think they’re 
very useful. But why wasn’t there any 
mention of Gallipoli , World War I and 
Zulu? So a list of games available, with 
CRASH issue number of review, marks 
awarded, and a few pros and cons 
would be welcome. 

Would it be possible to expand to 
simulations? They too deal with reality 
and the armed forces. 

Ian Fletcher, London W41ER 

I have heard tell of sundry mythical folk 
who have actually ‘completed’ Annals 
of Rome, advancing the date to the 
present century and beyond. 
Apparently one of the secrets is to 
move the capital out of Rome, at least 
eventually. Oram I wrong about this? 

Retrospectives have to be limited to 
games I have actually played at some 
point, if not reviewed; otherwise, I tend 
to feel it’s cheating to comment upon 


something on the strength of someone 
else’s write-up. That’s why these 
articles have been noticeably selective. 
But a factual list of all the war and 
strategy games ever reviewed by 
CRASH is an excellent idea. 

PI 


Dear Philippa 

I have just recently got interested in 
war/strategy games after buying Silent 
Service and by the time you have read 
this letter I hope to have purchased 
Blitzkrieg or Football Manager 2 (I 
believe that it’s a strategy game). I was 
thinking about how empty Frontline 
has been lately when I came to the 
conclusion that it may be the fault of 
some of the CRASH team. What I don’t 
understand is why you get to review 
games like First Past The Post and 
Boxing ManagerwUWe you don’t get to 
review Football Manager2 or Gridiron. 

I also have the same opinions over 
complex simulators such as F-15 


Strike Eagle, Gunship and Ocean 
Conqueror to name but a few. Why 
didn’t you review these when you 
covered Silent Service? 

Mark Lawton, Stoke-on-Trent ST2 
7LW 

There are two reasons why games like 
Football Manager 2 don’t find their way 
into Frontline. Firstly software houses 
don’t particularly like major releases 
being identified with minority interest. 
The second is that, being a freelance 
contributor, I’m not on the spot in the 
CRASH offices to make a grab for any 
promising incoming games I There’s 
also the problem that, sometimes, 
there is just not enough time to get the 
game out to me for review, and get the 
review back in time for the nearest 
issue to the release of the game. So the 
inhouse team review it to ensure that 
you have at least some sort of idea 
what the game’s all about if you want 
to purchase it. 

PI 


owui cuiu sinuum. me menu system 

works very well. There is a one- or 
two-player option, though no choice of 
sides in the one-player version, and 
the three scenarios offer several levels 
of play and a sufficient variety of setting 
and tactics to be genuinely worthwhile. 
The original concept of Rebelstar was 
elegant and addictive, and Laser Squad 
takes it much further without losing 
any of its playability. Definitely 
recommended. 
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ST PRICE INCREASE 

Due to a worldwide shortage of memory chips, 
prices of many computers have gone up.. From 
April 1988, the Atari ST range is also likely to be 
affected. For details of any price increase, please 
return the coupon below for our latest literature. 


ONIY FROM SILICA 

Finally, there's a personal computer that not only solves problems like other computers, but also solves 
the one problem that other computers have created. Affordability. Silica Shop are pleased to present the 
ST range of personal/business computers from Atari. The ST was designed utilizing the most recent 
breakthroughs in semiconductor technology, producing a personal computer that performs tasks with 
fewer parts. Which means it costs less to make. And less to buy. The latest ST computers now include 
built in power supplies and built in disk drives. The TOS operating system and GEM window environment 
are now on ROM chips which are already installed in the ST keyboard. This enables automatic instant 
booting when you switch on. Silica Shop are pleased to offer the complete Atari ST range. Our mail order 
department is situated in Sidcup and we have 3 retail outlets at Sidcup, Lion House (Tottenham Court Rd) 
and Selfridges (Oxford Street). We have eight years experience of Atari products, longer than any other 
UK company, and are well established as the UK’s No.1 Atari specialist. With a group turnover of over £9 
million and in excess of 80 staff, we offer you unbeatable service and support. We provide several 
facilities which you will find invaluable during your Atari computing life and most of these facilities are 
available ONLY FROM SILICA. We suggest that you read through what we have to offer, before you 
decide where to purchase your Atari ST. 

FREE STARTER KIT - Only From Silica 

When you purchase any Atari ST keyboard, you will not only receive the best value for money computer 
the market, but you will also receive the following from Atari Corporation as part of the package: 

* BASIC Language Disk * BASIC Manual * ST Owners Manual * TOS/GEM on ROM 
If you buy your ST from Silica Shop, you will also receive. 

* NEOchrome Sampler - colour graphics program * 1st Word - Word Processor 

In addition, we at Silica would like to see you get off to a flying start with your new computer, so we have 
put together a special ST STARTER KIT worth over £100, which we are giving away FREE OF CHARGE 
with every ST computer purchased at our normal retail prices. This kit is available ONLY FROM SILICA 
and is aimed at providing users with a valuable introduction to the world of computing. We are continually 
upgrading the ST Starter Kit, which contains public domain and other licensed software, as well as books, 
magazines and accessories all relevant to ST computing. Return the coupon below for full details. 

DEDICATED SERVICING - Only From Silica 

At Silica Shop, we have a dedicated service department of seven full time Atari trained technical staff. 
This team is totally dedicated to servicing Atari computer products. Their accumulated knowledge, skill 
and experience makes them second to none in their field. You can be sure that any work carried out by 
them is of the highest standard. A standard of servicing which we believe you will find ONLY FROM 
SILICA. In addition to providing full servicing facilities for Atari ST computers (both in and out of 
warranty), our team is also able to offer memory and modulator upgrades to ST computers. 

1Mb RAM UPGRADE: Our upgrade on the standard Atari 520ST-M or 520ST-FM keyboard will 
increase the memory from 512K to a massive 1024K. It has a full 1 year warranty and is available from 
Silica at an additional retail price of only £86:96 (+VAT = £100). 

TV MODULATOR UPGRADE: Silica can upgrade the 1040ST-F to include a TV modulator so 
that you can then use it with your TV set. This is an internal upgrade and does not involve any untidy 
external boxes. A cable to connect your ST to any domestic TV is included in the price of the upgrade 
which is only £49 (inc VAT). The upgrade is also available for early 520ST computers at the same price. 

THE FULL STOCK RANGE - Only From Silica 

We aim to keep stocks of all Atari related products and our warehouse carries a stock of over £!4 million. 
We import many software titles direct from the USA and you will find that we have new releases in 
advance of many of our competitors. Unlike dealers who may only stock selected titles, we have the full 
range. In addition, we carry a complete line of all books which have been written about the Atari ST. A 
range as wide as ours is something you will find is available ONLY FROM SILICA. 

AFTER SALES SUPPORT - Only From Silica 

Rest assured that when you buy your ST from Silica Shop, you will be fully supported. Our free mailings 
give news of releases and developments. This will help to keep you up to date with new software releases 
as well as what’s happening in the Atari market. And in addition, our sales staff are at the end of a 
telephone line to service all of your Atari requirements. If you purchase an ST from Silica and would like 
any technical advice, we have a full time technical support team to help you get the best from your 
computer. Because we have both the staff and the systems specifically dedicated to providing after sales 
service on Atari ST computers, we are confident that our users enjoy an exceptionally high level of 
support. This can be received ONLY FROM SILICA. 

FREE CATALOGUES - Only From Silica 

At Silica Shop, we recognise that serious users require an in-depth information service, which is why we 
mail free newsletters and price lists to our ST owners. These are up to 48 pages long and are crammed 
with technical details as well as special offers and product descriptions. If you have already purchased an 
ST and would like to have your name added to our mailing list, please complete the coupon & return it to 
us. This information service is available ONLY FROM SILICA. 

FREE OVERNIGHT DELIVERY - From Silica 

Most orders are processed through our computer within 24 hours of receiving them. Most hardware 
orders are sent by the overnight GROUP 4 courier service FREE OF CHARGE to customers within the 
UK. This method helps to ensure minimum delay and maximum protection. 

PRICE MATCH - Only From Silica 

We hope that the combination of our low prices, FREE UK delivery service, FREE Starter Kit and FREE 
after sales support, will be enough to make you buy your Atari equipment from Silica Shop. If however, 
there is something you wish to purchase, and you find one of our competitors offering it at a lower price, 
then please contact our sales department, providing us with our competitor’s name, address and 
telephone number. If our competitor has the goods in stock, we will normally match the offer (on a ‘same 
jroduct - same price' basis) and still provide you with our normal free delivery. We realise that we are not 
he only company who will match a competitor’s price. However, if you come to us for a price match, you 
will also be entitled to our after sales service, including free newsletters and technical support. This 
makes our price match promise rather special, something you will receive ONLY FROM SILICA. We don’t 
want you to go anywhere else for your Atari products. So shop at Silica, the UK’s Nol Atari Specialist. 


[SIDCUP (& Mail Order) 01-309 1111 

1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 

I LONDON 01-580 4839 

* Lion House (1st floor), 227. Tottenham Court Rd, London, W1P OHX 

London 01-6291234 ext 3914 

Self ridges (1st floor), Oxford Street, London, W1A 1AB 


+VAT=£299 


SO MUCH FOR SO LITTLE 

There is nothing that can compare with the incredible value for money offered by Atari’s 
520ST-FM. For only £260 (+VAT=£299), you can purchase a powerful 512K RAM computer, 
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512 
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator 
built-in, and comes with a lead to allow you to plug it straight into any domestic colour 
television set. The mains transformer is also built-in to the keyboard, so there are no messy 
external boxes. You couldn’t wish for a more compact, powerful and stylish unit. Atari ST 
computers are now firmly established in the UK, there are nearly 500 software titles already 
available for a wide variety of applications and the list is growing all the time. And that’s not 
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM 
SILICA section on the left, to see why you should buy your new high power, low price 520ST- 
FM from Silica Shop, the UK’s Nol Atari Specialists. For further details of the range of Atari 
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below. 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299 

520ST-FM with 512K RAM & mono monitor £399 (inc VAT) Upgrade from 512K RAM to 1024K RAM £100 (inc VAT. 


ATARI 1040ST-F - NEW PRICE 

We are pleased to announce a new reduced price point on the 
1040ST-F which is now available for only £499 (inc VAT). The 
1040 is a powerful computer with 1Mb of RAM and also includes 
a built-in 1Mb double sided 3W disk drive. The 1040 has been 
designed for use on business and professional applications 
most of which require a high resolution monochrome or colour 
monitor. It does not therefore have an RF modulator for use 
with a domestic TV set. Modulators can be fitted for £49 (inc VAT). 
1040ST-F Keyboard Without Monitor £499 (inc VAT) 

1040ST-F Keyboard + High Res SM12S Mono Monitor £599 (inc VAT) 

If you would like further details of the 1040ST-F, return the coupon below. 

MEGA STs NOW IN STOCK 

For the user who requires even mote RAM than the 520 or 1040 
ST’s offer, the new MEGA ST computers are now available. 
There are two MEGA ST’s, one with 2Mb of RAM and the other 
with a massive 4Mb. Both new computers are fully compatible 
with existing ST’s and run currently available ST software. The 
MEGA ST's are styled as an expandable Central Processing 
Unit with open architecture and a detachable keyboard. They 
are supplied with GEM, a free mouse controller and all extras 
as with the 520 or 1040. Prices are as follows: 

MEGA ST2Mb Keyboard + CPU . £899 (inc VAT) 

MEGA ST2Mb Keyboard + CPU + SM125 Mono Monitor £999 (inc VAT) 

MEGA ST 4Mb Keyboard * CPU . tHM-dnc VAT) 

MEGA ST 4Mb Keyboard * CPU * SM125 Mono Monitor £1299 (inc VAT) 

If you would like further details of the MEGA STs, return the coupon below. 


ATARI 


f To: Silica Shop Ltd, Dept CR 55 ,1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX 

I PLEASE SEND ME FREE LITERATURE ON THE ATARI ST 


Mr/Mrs/Ms: 

Address: 


Initials: . Surname: 


Postcode: 


f Do: 
If sc 


Do you already own a computer 
" so, which one do you own? 
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YOU'LL NEVER FORGET 


THIS FABBO CD/HI-FI FROM TITUSI! 

FIRE AND 


FORGET 

is currently rewing up its 
engine on the Titus label - 
yet another brilliant, arcade- 
action road-running shoot- 
em-up (with lots of 
hyphens). With some of the 
nicest preview screen pics 
around it's naturally got 
those psychopathic blasters 
- Phil, Mark and Nicko - in a 
right tizzy. The scenario has 
a lone warrior battling his 
way through a variety of 
conflicts, his high-minded 
goal to convince the warring 
faction it's much more fun to 
be at peace, playing 
Spectrum games about being 
a lone warrior battling his 
way through ... 

Personally I don't much 
like these noisy' boom, bang, 
crash' type games. We had a 


thunder storm only the other 
week - it scared the willies 
out of both me and the office 
cat. We cowered in the 
broom cupboard for a hours, 
but by all accounts the 
CRASH lads loved it, CRASH 
by namem. 

Though I'm a peaceful 
chap at heart, I can be very 
tough when it comes to 
arranging comps. I run into 
the CRASH office, bow and 
scrape to the Editor chap 
while he tells me which 
software products he wants 
a competition set on. Then I 
run back to my cupboard 
and set it up on the phone, 
with the cat making 
intimidating snarls at 
software people trying on 
any cheapskate prizes. 
Fortunately those handsome 
people at Titus are generous 
chappies, and probably 
don't even know we have a 


PICTURE A 


fy 


office cat! Just look at the 
terrific CD/MIDI hi-fi on this 
page. That's the first prize, 
complete with all the twiddly 
bits and knobs that you've 
come to expect on a music 
system these days. When I 
was a lad all we had was 
granny minion's old 
gramophone player. Now 
everyone runs around with 
those personal cassette 
players, or, if you're Nick 
Roberts, a personal CD 
player (with this prize you 
can have both sorts in your 
own home!). But I mutter and 
go off of the subject 
(frequently - Ed), where was 
I, oh yes, a CD/MIDI hi-fi 
system and a copy of F/re 
«?mf Forget go to the 
winner. 25 runners-up just 
get the hi-fi on its own, or 
maybe it's the game on its 
own. I'll just check... ah, 
yes, it's the game. Never 


mind, that's almost as good! 

As for what you have to 
do; well, people with an 
even greater attention to 
detail than me should enjoy 
this. Cast your eyes over the 
two pictures printed on this 
page, look pretty damn 
similar don't they? Well 
there are TEN subtle 
differences. Just circle them 
on Picture B and cut out 
(photocopy or electroscan, if 
you don'twantyourCRASH 
damaged) the whole lot. Pop 
the completed form in an 
envelope and make sure we 
have it at the Towers by 
January J ! 989 (next year). 

Remembering the judges 
decision is the final, send 
your entry to, FORGET 
ABOUT THE FIRING 
COMP, CRASH, PO Box 
10, LUDLOW, 
Shropshire SY8 1DB. 



NAME 
ADDRESS 


.POSTCODE 





























WORLDWIDE 


WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 


■SOFT WA R E 


WORLDWIDE SOFTWARE 
49 STONEY STREET 
NOTTINGHAM 
NG11LX 


WORLDWIDE SUPER SPECIAL OFFERS ON SPECTRUM SOFTWARE 


**»******************t***************i*******************************************************************t** t *********** t ****** t * # x* t ***x* t **** 


CASS DISK 


1943 Battle of Midway . 6.99 9.99 

4 x 4 Off Road Racing . 6.99 

A.T.F. 6.55 9.00 

Aerojet . 7.25 

Action Force II . 6.55 10.50 

Afterburner . 9.45 10.85 

Airborne Ranger . 7.25 10.85 

Alien Syndrome . 6.55 10.50 

Artist 2 . 10.85 14.95 

Artura . 6.55 9.99 

Bards Tale . 7.99 11.99 

Batman . 6.55 10.85 

Bionic Commandos . 6.99 9.99 

Black Tiger ... 6.99 9.99 

Buggy Boy . 5.95 10.50 

Butcher Hill . 6.55 9.99 

By Fair Means or Foul . 5.95 9.00 

California Games . 6.99 9.99 

Carrier Command . 10.85 11.45 

Colossus Chess 4 . 7.99 11.99 

Corruption . 11.99 

Cybernoid 2 . 6.55 9.99 

Daley Thompson Olympic Challenge .... 6.99 10.50 

Dark Fusion . 6.55 9.99 

Deluxe Scrabble (128K) . 7.99 11.99 

Double Dragon . 6.55 

Dragon Ninja . 6.55 10.85 

Earthlight . 5.95 

Echelon . 7.99 9.99 

Empire Strikes Back . 7.25 10.50 

Exploding Fist + . 5.95 

FI 5 Strike Eagle . 7.25 

Fernandez Must Die . 6.55 9.45 

Fists ’n’ Throttles . 9.45 

Football Director II (128k) . 14.95 14.95 

Football Manager II . 6.99 10.50 

Football Manager . 2.99 7.25 

Foxx Fights Back . 6.55 9.75 

Frank Bruno’s Big Box .... 9.45 13.50 

G I Hero . v . 5.95 

Games Winter Edition . 6.99 9.99 

Gary Lineker’s Hot Shof . 6.55 9.99 

Gary Lineker’s Superskills . 6.55 9.99 

Guerilla War . 6.55 10.50 

Guild of Thieves . 11.99 

Gunship . 7.25 10.50 

Heroes of the Lance .. 7.99 11.99 . 

Hopping Mad . 5.95 9.00 

HotShot . 6.55 9.00 

Intensity . 5.95 9.00 

Konami Coin Ops . 6.99 

Lancelot . 10.85 14.95 

Laser Squad . 7.25 

Last Ninja II . 9.45 



CASS 

DISK 

Live and Let Die . 

. 7.25 

10.50 

Matchdayll .. 

. 5.95 

10.50 

Mickey Mouse . 

. 6.55 

9.99 

Mindfighter . 

. 10.85 


Motor Massacre . 

. 6.55 

9.99 

Night Raider . 

. 7.99 

.99 

Nineteen Boot Camp . 

. 6.99 


Oops! . 

. 6.55 


Operation Wolf . 

. 6.55 

10.50 

Outrun . 

. 6.99 

9.99 

Overlander . 

. 5.95 

9.00 

Pacmania . 

. 6.55 


Peter Beardsley Football . 

. 6.55 


Platoon . 

. 6.99 

10.50 

Pool of Radiance . 

. 7.99 

11.99 

Pro BMX Simulator . 

. 4.99 

10.50 

Pro Soccer Simulator . 

. 6.55 

9.00 

Project Stealth Fighter . 

. 7.25 

10.85 

R-Type .. 

. 6.99 


Rambo III . 

. 6.55 

10.50 

Robocop . 

. 6.55 

10.50 

Roy of the Rovers . 

. 6.55 

9.99 

Salamander . 

. 5.95 

10.50 

Samurai Warrior . 

5.95 

9.00 

Savage . 

. 5.95 


SDI . 

6.99 


ShootOut . 

6.99 

11.99 

Silent Service . 

6.99 


Soldier of Fortune . 

5.95 

9.45 

Spitfire 40 . 

7.25 


Spitting Image . 

6.99 

10.50 

Star Wars . 

7.25 

10.50 

Strike Force Harrier . 

7.25 


Strip Poker II .. 

5.95 


Supersports . 

6.55 

9.99 

Techno Cop . 

6.55 

9.99 

Ten Great Games II . 

7.99 


The Pawn (128K) . 

. 10.85 

11.99 

Thunder Blade . 

6.99 

9.99 

Tiger Road . 

6.99 

9.99 

Time and Magik . 

. 10.50 

10.50 

Track Suit Manager . 

6.99 


Triv Pursuits Baby Boomer . 

. 10.85 


Triv Pursuits New Beginning . 

. 10.85 


Triv Pursuits New Edition . 

. 10.85 


Twenty Chartbusters . 

7.25 


Typhoon . 

5.95 

10.50 

Untouchables . 

6.55 

10.50 

Victory Road . 

5.95 

10.50 

Vindicator . 

5.95 

10.50 

Virus . 

5.95 

9.00 

Wee Le Mans . 

6.55 

10.50 

Where Time Stood Still 128K . 

5.95 

10.50 

Winter Olympiad 88 . 

5.95 

9.00 


WARGAMES/STRATEGY ' CASS 

Annals of Rome . 10.45 

Arnhem .’. 6.99 

Battle of Britain . 4.99 

Battlefield Germany . 10.45 

Bismark . 7.99 

Blitzkrieg . 7.99 

Conflicts 2 . 6.55 

Conflicts . 10.45 

Desert Rats . 7.99 

Gallipoli . 6.99 

Napoleon at War . 6.99 

Overlord ... (Disk 9.99) . 7.99 

Pegasus Bridge . 10.45 

Sorceror Lord . 10.45 

Stalingrad ... (Disk 9.99) . 7.99 

Theatre Europe . 4.99 

Vulcan . 7.99 

Yankee . 7.99 

Zulu War . 6.99 

JOYSTICKS 

Cheetah 125+ . 6.95 

Cheetah Mach 1 Plus . 12.95 

Competition Pro 5000 . 12.95 

Competition Pro 5000 Clear . 13.95 

Competition Pro 5000 Extra . 14.95 

Cruiser . 8.99 

Konix Megablaster . 7.95 

Konix Predator . 12.95 

Konix Speedking . 10.99 

Konix Speedking + Autofire . 11.99 

Ram Delta . 7.99 

+3 BUSINESS AND UTILITIES 

Masterfile+3 . 24.95 

Professional Adv. Writer . 22.95 

Tas-Sign Plus 3 . 14.95 

Tas-Spell Plus 3 . 14.95 

Tascalc Plus 3 . 14.95 

Tas-Print Plus 3 . 14.95 

TaswordPlus3 . 14.95 

40 Disk Storage Box+3 . 8.95 

100 Disk Storage Box +3 . 10.95 

Devpac+3 . 14.95 

GENERAL UTILITIES 

+2/+3 Cover .,. 4.99 

Spectrum Power Supply . 9.95 

Azimuth Tape Head Align Kit . 8.99 

Hi Soft C . 21.95 

Hi Soft Pascal . 21.95 

Tasword+2 . 11.45 

Tascalc+2 . 14.95 

Lightpen and Interface . 14.95 

★*★★★★★★★★*★★★★★★*★★**•**★★★**■*****■*********.**.* 
10 x CF2 3"DISK FOR +3 . 21.95 


********************************************** 


Please make cheques or postal orders payable to WORLDWIDE SOFTWARE. 

All prices include postager and packing in the U.K. Overseas please add £1.50 per cass/disk for AIR MAIL delivery. 

advertised prices are for mail and telephone orders 


FOR IMMEDIATE DELIVERY 


CREDIT CARD 
ORDER 
TELEPHONE 
LINE 

NORTH 
SCOTLAND 
N IRELAND 
OVERSEAS 


SPECTRUM +3 COMPUTER 

INCLUDING ONLY £195.99 

JOYSTICK AND 6 GAME SOFTWARE PACK 


ALL PRICES INCLUDE VAT AND DELIVERY IN THE UK 


CREDIT CARD 
ORDER 

TELEPHONE LINE 


MPS 1200 DOT MATRIX NLQ PRINTER FOR SPECTRUM +2 AND SPECTRUM +3 

ONLY £147.99 


INCLUDES CONNECTING CABLES 


SOUTH 

MIDLANDS 

WALES 


089657004 
(24 HOURS) 


FOR IMMEDIATE DELIVERY 


0602480779 


AMSTRAD NLQ PRINTER MODEL 3250di FOR SPECTRUM +2 AND SPECTRUM +3 

ONLY £189.95 


INCLUDES CONNECTING CABLES 


WORLDWIDE SUPER SPECIAL OFFERS ON SPECTRUM SOFTWARE 

COMPILATIONS COMPILATIONS 

COMPILATIONS 

COMPILATIONS COMPILATIONS 

COMPILATIONS 

COMPILATIONS COMPILATIONS 

TAITO 

GAME SET 

OCEAN 

KARATE 

KONAMI ARCADE 

COIN-OP HITS 

& MATCH II 

COMPILATION 

ACE 

COLLECTION 

CASS DISK 

CASS DISK 

CASS DISK 

CASS DISK 

CASS DISK 

9.00 13.50 

9.00 13.50 

9.00 13.50 

9.99 * 

7.25 13.50 

SPACE 

GIANTS 

WEARETHE 

GOLD SILVER 

ULTIMATE 

ACE 

COMPILATION 

CHAMPIONS 

BRONZE 

COLLECTED WORKS 

CASS DISK 

CASS DISK 

CASS DISK 

CASS DISK 

CASS DISK 

11.99 \ 

11.99 14.99 

6.99 13.50 

9.99 11.99 

9.99 11.99 

SUPREME 

TEN MEGA 

FLIGHT LEADERBOARD COLLECTION SOLID 

CHALLENGE 

GAMES 

ACE 

PAR 3 

GOLD 

CASS DISK 

CASS DISK 

CASS DISK 

CASS DISK 

CASS DISK 

9.00 13.25 

9.99 * 

11.99 * 

11.99 14.99 

7.99 11.99 

* Please phone for Spectrum +3 disk availability and price. 


* Please phone for Spectrum +3 disk availability and price. 

EDUCATIONAL EDUCATIONAL 

EDUCATIONAL 

EDUCATIONAL EDUCATIONAL 

EDUCATIONAL 

EDUCATIONAL EDUCATIONAL 


★ ★ LARGE VARIETY OF EDUCATIONAL SOFTWARE NOW AVAILABLE FOR 3 TO 15 YEAR OLD ★ ★ SEND SAE FOR CATALOGUE BY RETURN ★ ★ 

FAST DELIVERY OF ALL STOCK ITEMS BY 1st CLASS MAIL IN UK. SPECIAL OVERSEAS SERVICE BY AIRMAIL WORLDWIDE 

CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL 

CREDIT CARD ORDER TELEPHONE CREDIT CARD ORDER TELEPHONE 

0396 57004 0602 480779 











































































































































































Ahh, it's that time of year again and I really feel 
nostalgic for home ... Tinsel'll be hanging from 
the pyramids now, and little multicoloured fairy 
lights draped over the camels' humps. Everyone's 
probably arguing over whether we'll have a 
sandstorm on Christmas Day - I hope so, even if I 
won't be there (sniff), I love a yellow Christmas! 
But what a strange place CRASH Towers is during 
the Christmas season. Here the roof is covered in a 
blanket of that odd white stuff which accompanies 
the festive period ... dandruff, I think it's called. 

Oh well, on these chilly nights what better way 
to warm yourself than by sitting beside the firep¬ 
lace, a snake coiled in your lap while you ponder 
over an adventure or two. 

No doubt the big software companies have plans 
for what you'll want under the Christmas tree, but 
until they've got some finished games for us to 
review, how about some homegrown games? This 
month's offerings are all based on sinister themes, 
so brace yourself for some spine-tingling chills and 
read on brave adventurer, read on ... 




THE BEAST 


Marlin Games, £4.50 (128K 
only) 

T he title conjures up visions 
of evil and the much-used 
demonic 666 theme, and 
although The Beast is not con¬ 
cerned with the occult, the mys¬ 
terious goings-on it details in a 
remote village have a distinctly 
sinister flavour. 

This homegrown, PAWe d adv¬ 
entures spins a yarn based roughly 
on the recent perplexing case of 
The Beast Of Exmoor. You are a 
bored reporter working on the 
local rag, The Lowsea Gazette and 
are hassled to a great extent by 
your grouchy editor (sounds 
familiar), Mr C D Slime (ged- 
dit?!). He is also fed up with the 
run-of-the-mill reports on what 
the local Women’s Institute is up 
to, and wants a really big story to 
splash all over the front page 
(sounds a bit like the Ludlow Liar 



to me - Ed). Well, this seems an 
impossible task; after all, nothing 
ever happens in this quiet part of 
the world, or does it? 

An envelope is lying on your 
desk, containing a letter from one 
Rose Myrtle, who tells of strange 
happenings on the moors near the 
village of Puddlecombe. A strange 
black animal has been sighted and 
one of the local farmer’s sheep has 
been mauled to death. 

At last you have a decent story 


to investigate and soon set off on 
the bus to Puddlecombe (your 
stingy editor won’t give you a 
company car). Arriving in the 
middle of the village, a suitably 
rustic atmosphere is soon created 
by the verbose, but not waffling, 
descriptions of the local shops - 
there’s even an estate agent (re¬ 
markable for such a tiny village). 


You are immediately greeted by 
the Ranger, who spontaneously 
tells you that all these Beast 
rumours are pure nonsense. 

It is at this point that it becomes 
apparent that to successfully track 
down the elusive Beast (if it 
exists), you must use all your pow¬ 
ers of investigative journalism. By 
asking questions of the various 
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screen, also displaying a clock - 
every action uses up a minute. 
This increases the difficulty of 
what is already a tough adventure, 
but the inclusion of a ramsave 
option aids progress. 

The Beast represents a major 
achievement in homegrown adv¬ 
entures, bringing together the 
sophistication of the PAW parser 
and an intricately woven plot to 
produce an interactive adventure 
of a very high quality indeed. It is 
available direct from the author, 
Linda Wright, at Marlin Games, 
19 Briar Close , NAILSEA, Bristol 
BS19 1QG. 

Overall 91% 


colourful characters who inhabit 
the village (in the form of ask 
someone about something), a pic¬ 
ture of the recent, curious events 
is built up. 

And apart from listening to the 
local people’s gossip, more con¬ 
ventional adventuring techniques 
are used to find clues in typical 
Agatha Christie style, bringing an 
air of suspense to the proceedings. 
Virtually all objects may be 
examined so the ability to 
abbreviate the examine command 
to x saves much typing. Conve¬ 
niently, the many objects col¬ 
lected can be put in your pocket or 
in one of two containers which can 
be found; this reduces the number 
of objects carried allowing you to 
effectively hold more things 
simultaneously. 

As well as the shops and 
businesses in the high street, 
which include the obligatory pub 
(the barman is only too happy to 
help you with your inquiries and 
sell you a pint of beer!), the ‘tiny’ 
village also contains its own 
church, scout hall, church hall 
and all the homes of the many 
characters - these can only be 
entered on invitation (you’re not 
one of those devious tabloid jour¬ 


nalists, or an even more 
unscrupulous CRASH writer!). 
Access to businesses is also 
restricted to their respective open¬ 
ing hours, while the veterinary 
surgeon won’t see you unless 
you’ve brought along a pet! 

There is just so much to do and 
find out in this enchanting village, 
before you’re ready to tackle the 
utter contrast of the damp, depre¬ 
ssing moor where the Beast is 
rumoured to be lurking. The 
loquacious (LMLWD) characters 
don’t just stay in the same location 
either - they wander around the 
place, adding even more realism 
to the totally engrossing plot. 

If all this sounds a bit too 
creepy, the dark mood of the 
excellent scenario is marginally 
lightened by the odd bit of acidic 
humour, but not so much as to 
ruin the excellent, menacing aura. 
Surprisingly, hardly any use is 
made of the PAW' s excellent 
graphics facilities, although a few 
ill-drawn pictures might have 
ruined the atmosphere, as well as 
wasting valuable memory. 
Nevertheless, the presentation is 
very neat with a legible, redefined 
character set and a Rainbird-style 
location title at the top of the 



THE DEVIL’S HAND 


Compass Software, £2.50 

T his is the sequel to both 
Demon From The Darkside 
(84%, Issue 35) and The 
Golden Mask (74%, Issue 41), and 
is the third and final part of The 


Demon Trilogy. Like its pre¬ 
decessors it was written using the 
now ancient Quill with The Illus¬ 
trator and Press data compressor 
(all produced by Gilsoft). Thus its 
presentation is very similar to 
those two previous adventures, 
with plenty of colourful, well- 
drawn pictures to add to the 
atmosphere. 

The ominous plot sounds famil¬ 
iar - an evil demon called Drakon 
has escaped from the hero, Mor- 
rack, and disappeared into the 
mystical lands of Gorgon. There, 
he has amassed hordes of ores, 
ready to lay siege to the tower of 
the powerful Wizard Zorron. If he 
succeeds he will wield enough 
magical power to control the uni¬ 
verse. Your task, as Morrack, is to 
track down this vile villain and 
destroy him. 

Your quest begins near a sea 


wall, around which a large troll 
lurks. The lumbering oaf is after 
your blood, after having smelt 
your scent (Chanel No 5 
perhaps?). This immediate prob¬ 


lem is fairly difficult to overcome 
and can only really be solved by 
trial and error, as there is no logi¬ 
cal solution. Plus the fact that you 
only have a handful of turns to 
play with, before the terrible troll 
rips your throat out (urgh!). 

Once this irritation is con¬ 
quered, the first of several charac¬ 
ters is encountered - Gruff The 
Dwarf, a helpful little soul, is only 
too ready to bravely aid you in 
your hazardous venture. And 
hazardous it certainly is, with 
plenty of enemies and other perils 
ready to drain your fife away at the 
slightest mistake. Thankfully, a 
store (in RAM) facility allows 
you to experiment without peren¬ 
nially having to worry about get¬ 
ting killed. 

Swimming to a distant island 
you meet the first of many ores 
(they’re everywhere nowadays - 
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ENTURE TRAIL 




Ed). This one is rather more 
difficult to vanquish than most, as 
he cannot be defeated by fight or 
kill orc. Instead a more obscure 
method must be used - a clue to 
this is given by the location 
description. 

Numerous objects can be col¬ 
lected, each being accompanied 
by a small picture - a nice touch. 
However, only seven items may 
be carried simultaneously, caus¬ 
ing much dilemma as to what to 
leave behind - some of the objects 
are just useless red herrings. The 
uses for some articles are also very 
obscure, such as that of the char¬ 
coal. 

Vocabulary is understandably 
limited mostly to standard Quill 
commands, although typing 
vocab reveals some extra ones, 
including follow and stay which 
are used to control the actions of 
your colleagues. Another interest¬ 
ing command is compass (the 
name of the game producer, of 
course) which replaces the normal 
compass letters with arrows. 

The appearance is smartened by 
a sty fish and legible, redefined 
character set. All location descrip¬ 
tions are accompanied by a small 
picture of the Devil’s hand itself— 
a human hand making a shadowy 
image of the devil (this replaces 
the mask symbol used in the same 
way in The Golden Mask). 

With The Quill being such an 
old utility and having been surpas¬ 
sed by the PAW (also from Gil- 
soft) it is now rarely used, even for 
homegrown adventures. So seeing 
it successfully used here is a 
reminder that only the imagina¬ 
tion and skill of the author can 
create an absorbing adventure. 
Author Jonathan Lemmon says he 
stayed with The Quill to maintain 
the style of the two previous 
games. Adventure-writing 

utilities are only tools with which 
to work and do not ensure good 
adventures, no matter how many 
features they offer. Nevertheless, 
the newer utilities allow a greater 
degree of freedom to express new 
concepts, such as character 
interaction, and Jonathan Lem¬ 
mon says that this is his last Quil- 
l ed adventure - he’s moving onto 
the PAW. 

Yet more evidence of the sensi¬ 
ble attitudes of Mr Lemmon is 
shown by his use of pictures, 
which can often serve only to 
detract from the atmosphere 
created by the text. This is cer¬ 
tainly not the case with The Devil's 
Hand and the well-drawn, colour¬ 
ful pictures enhance the enjoy¬ 
ment of this competent little adv¬ 
enture. 

If you feel like battling against 
evil, The Devil's Hand can be 
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OF ZAOBAB 


Eric Stewart, £1.99 plus 28p 
P+P 


to the scarcity of opponents. This 
land seems fairly dull, with 
cliched locations such as dark 
caves and snowy mountains which 
contain few objects. The examine 
command can be abbreviated to 
x, but it usually brings up the 
irritating reply, ‘Hmm . . . it’s 
nothing special’. This reply some¬ 
times even appears when you’re 
not even examining anything! 


obtained by sending £2.50 to 
Compass Software, 111 Mill 
Road, COBBOLM, Great Yar¬ 
mouth NR31 OBB. 

Overall 72% 


THE 

RUNESTONE 


bination of strength units and the 
combat value of your weapon 
(given in the instruction booldet) 
determines how successful you are 
in battle. To save time the combat 
result occurs immediately, with¬ 
out any melee rounds - you either 
kill or die! The only clue to the 
outcome is gained by checking 
your strength level by typing 
score. This also shows your spell 


W ritten using Incentive’s 
GAC, The Runes Of 
Zaohab revolves around 
a precious jewel belonging to 
Traon, a loyal guard of the old 
King Saire. The gem in question 
was stolen by the Black Priest of 
Zaobab and was never recovered 
(isn’t that always the case when 
you get a gem that’s of any worth? 
- Ed). However, Traon’s dying 
wish was that you (his son) should 
find the stone. But this Black 
Priest chappie isn’t as daft as he 
sounds (he doesn’t sound very daft 
- Ed); he’s placed plenty of evil 
beings in the land to stifle your 
brave quest. These include the 
strangely-titled Screedle folk. 

As soon as the game loads, you 
realise that some effort has been 
made to provide originality. 
Before you begin your quest, a 
choice of four weapons is given: 
the staff (which is pretty useless in 
combat but is good for casting 


power, wmcn determines now 
powerful a spell you can cast, but 
it must be at least eight before you 
can cast anything at all. 

One of your objectives is to gain 
as much spell power as possible 
and reach the'status of wizard. But 
even when you have sufficient 
power to cast a spell you must first 
find out what the spell is called! 
This is not as difficult as it sounds; 
the number of letters in each spell , 
plus a cryptic clue, is given in the 
instructions. 


spells), the sword (this is an all¬ 
round weapon which can be used 
for both combat and magic), a 
dagger (it seems to be of little use) 
and an axe (no good for magic but 
the best weapon for combat). 

The nameless main character 
starts fife with zero spell power 
and a random amount of strength 
(up to one hundred units). A com- 


The GAC parser allows sophis¬ 
ticated sentences to be processed. 
These are necessary for fighting 
and spell-casting, which are 
achieved by keying in attack 
someone with something, and 
cast spell of something on some¬ 
one. 

Unfortunately the interesting 
combat concept is rarely used due 


witn little cnance to examine 
anything, progress simply 
becomes a matter of trial and 
error. And even more frustration 
is created by the lack of a ramsave 
option. Too often the only way to 
get any further is by fighting some 
ridiculously strong monster, 
against which you have little 
chance. And unless you can be 
bothered to keep saving the cur¬ 
rent position to tape, you’re more 
than likely to meet a nasty end and 
have to start from scratch again. 

Yet another irritation is caused 
by the program’s obscure vocabu¬ 
lary, some of it even misspelt 
(‘lazoo’ instead of lasso), so it’s 
just as well some of the words used 
are printed at the end of the 
instructions. Even then, there’s 
little lateral thinking required - 
it’s more a question of luck as to 
whether you manage to defeat the 
monsters, while objects are easy 
enough to find. 

Despite the attempts at innova¬ 
tion and the odd colourful picture, 
The Runestone Of Zaobab fails 
completely to create any sort of 
atmosphere and thus cannot hold 
the average adventurer’s attention 
for very long. Even with the free 
adventure on side B, there are 
many better homegrown adven¬ 
tures around than this. Initially 
intriguing but eventually a disap¬ 
pointment. 

The Runestone Of Zaobab is 
available from Eric Stewart, 18 
Vatisker, BACK, Isle Of Lewis 
PA86. 


Overall 


58% 
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QUIVERING 

QUAVERS 


While Mother is resting. JON BATES is able to slip 
away, with the hope of compiling his seasonal shop¬ 
ping list. Passing through the reception area of the 
Motel he is waylaid by a number of guests with prob¬ 
lems. What other choice has he but to answer their 
questions? 


mm ... Jason 
Porter seems to 
Hsit quite a bit. In 
fact he’s been 
booked in twice this 
month. (See, not all the guests 
end up in the swamp.) First of all 
he’s sent in a program in 
response to a plea for a pitch 
bend routine for the 128 some 
six months back. Hacking at his 
work a bit, I can deliver the fol¬ 
lowing short program .. . 

10 OUT 65533,7: OUT 
49149,(63-2) 

20 OUT 65533,2: OUT 
49149,0 

30 OUT 65533,9: OUT 
4Q14Q 1R 

40 LET A$ = INKEY$ 

50 IF A$ =“ ” THEN OUT 
65533,2: OUT 49149,0 
60 IF A$ = “a” THEN FOR 
G=213 TO 190 STEP-1: 
OUT 65533,2: OUT 
49149,G: NEXT G 
The pitch will bend up when you 
press ‘a’ and stop when you 
press the space bar. The first 
three lines set up the sound 
addresses and the last line sets 
up the pitch bend. If you reverse 
the 21 3 and 1 90 and step +i in 


this line it will invert the bend. To 
speed up the bend then step in 
greater numbers. However you 
will find out that the 128 annoy¬ 
ingly has the lowest number 
bending towards the top of the 
scale and the highest at the bot¬ 
tom. To wind the dog up try 
going to a value of 10 instead of 
190. With a little bit of thought it 
is possible to put this pitch bend 
as a subroutine for any note you 
play - you have to get it to add or 
subtract from the note value 
played. And if you wanted to turn 
your 128 into an instrument it is 
quite easy. 

35 IF A$ = “q” THEN OUT 
65533,2: OUT 49149,213 

Press ‘q’ and it will play a note. 

It is the 213 that sets the pitch. 


‘Not all guests end up 
in the swamp’ 


You might like to try other key 
assignments with other num¬ 
bers; say 190,169,160,142, 
127, to set it up as a musical 
dinky toy. Bore everybody rigid 
with silly tunes until they 


immerse you in brandy sauce 
and wave a match around your 
ears. 

Jason also wants to know if 
there’s a commercial audio tape 
available for samplers (he has a 
Casio SKI). Yes, there are, but 
they are quite often very, very 
expensive. Usually only availa¬ 
ble on CD as well. The tapes and 
disks you see advertised are 
nearly always formatted for a 


‘... until they 
immerse you in 
brandy sauce’ 

particular sampler. Jason has 
obviously realised this, for fresh 
out of the mailbox is his own for¬ 
matted tape of 35 samples for 
the Cheetah Sampler which vary 
from drums, synths, chords, 
thunder, whistles and a few 
rhythm patterns to boot. He has 
grovelled and worn out several 
knee pads in his attempts to get 
the Motel to look at this. Anyway 
he is willing to let you have the 
samples for one pound, which 
will probably save a lot of mes¬ 
sing about and for that price you 
can’t really complain. You can 
always chop them about to your 
liking anyway. 

BLAST THOSE 
AMIGAS 

Stefan Drissen writes from Hol¬ 
land to say that he is suffering 


with lack of volume for his Spec¬ 
trum sounds. By his description 
he has a 48K version only. Now 
he has tried putting it though the 
tape deck, but found that at his 
computer users’ group the 
sounds were lost against wails 
of Amigas. Originally there were 
a few companies that marketed* 
sound boosters. To be quite 
honest they were usually over¬ 
priced, as the parts you need are 
not that expensive. The 
cheapest way is to buy a conver¬ 
ter plug that turns the mini-jack 
ear socket into either a phono or 
guitar jack socket. Thus equip¬ 
ped you can either boost the 
sound through a hi-fi or a small 
guitar amplifier. If you are really 
serious you can buy small guitar 
amplifiers quite cheaply, espe¬ 
cially second-hand ones. How¬ 
ever, the sound is not all that 
clean and after a certain volume 
there is a lot of background 
noise to put up with. But if you 
are determined to blow those 
Amigas out of the water then I 
reckon that’s the best way to go 
about it. 


128 SAMPLING? 

Simon Duffy writes in a peculiar 
language from Insch in Aber¬ 
deenshire. I think it’s an attempt 
to be cool and happening, but 
roughly translated it means he 
has a Music Machine and a 128 
and he is desperate for a 128 
program that will give the extra 
memory for the Music Machine, 
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both for samples and sampling. 
The brutal truth is that to my 
knowledge no-one is doing a 
program purely for the 128. All 
the programs I have seen run in 
the 48K mode, if you have lashed 
out on the 128 hoping that it will 
give you greater memory then I 
fear that you’ll be disappointed. 

I tried prodding a few phone 
numbers and got the same ans¬ 
wer: they all run in 48K mode. I 
would be very grateful if there is 
a program out there that runs in 
128 mode only for the Music 
Machine, as it would add to the 
versatility of the samples resi¬ 
dent in the program. However, it 
would not mean that you will 
have higher quality samples as 
although you can (theoretically) 
store greater sample lengths, 
the sampling rate is the thing that 
determines the quality. And you 
can’t convince the 8-bit machine 
to sample any faster than it is 
already doing. The only solution 
is to improve on the hardware - 
filters and analog to digital con¬ 
verters. The original Fairlight 


sampled in 8-bit, so it is possi¬ 
ble, but at a cost. I n fact the Fair- 
light used a very complex soft- 
ware-controlled routine to com¬ 
press and expand the samples, 
rather like a noise reduction sys¬ 
tem, so that the whole dynamic 
range of the sample utilised the 
maximum memory space. But 


‘All the programs I’ve 
seen run in 48K mode’ 


back in the Motel we are not able 
to come up with anything that 
will supercharge the Music 
Machine specifically for the 128. 

TURBO TECH 

Paul Slaney has written in with a 
tape program of a tune for me to 
listen to and also a few enhance¬ 
ments to the CRASH Tech Tape. 
Not really my dept, but since the 
Motel has the info then here it is. 

For theTurbo Loader-to dis¬ 
able the BREAK key when load- 


Yes! It’s here! Delayed by postal strikes, publishing 
deadlines and acts of Production Managers, IMBOS 
has finally made it. Amazed at his luck IAN CULL pro¬ 
vides the review, looks at ExBasic and gets a letter 
from a Simon N Goodwin! It’s all go in the tech world. 
(PS: Ian refuses to comment on the accuracy of his 
‘distinguished look’ picture, just saying ‘Cannot 
something be done to remove this situation?’. Well, 
frankly, Ian - NO! Nick Roberts says, you’ll have to put 
up with it, just like everyone else!) 

BASICALLY 

SUPERCHARGED 

IMBOS or ExBasic? Now that is 
the question! 


H aving finally 

got my hands on the 
new microdrive pro¬ 
gram, I must report 
that the IMBOS 
saga has developed a new twist. 


The original IMBOS \f 1.1, is still 
available from the author (Com¬ 
panion Software), but a new 
version IMBOS \/ 2, is now avail¬ 
able from Kobrahsoft (the com¬ 
pany that brought +3 users the 


ing POKE start address 
+302,255. To change the 
header speed, POKE start 
address +29,(135 - 255) where 
135 is the fastest. He is also pre¬ 
pared to reveal to the world that 
if you save the code from the 
Turbo Tape program with the 
speed factor on 3, POKEing start 
address =16 and +39 lets you 
save and load programs at 
hyperspeed without needing 
special equipment. I refrain from 
comment as this is really not 
Motel material. However you 


can be assured that all tapes 
received will be judged and the 
results made known in the next 
issue where the Motel will round 
up the musical offerings of the 
year and predict a few things. 
Send all correspondence to the 
usual address and Mother and 
myself will sort out the musical 
problems in amongst reviewing 
etc. Time to get my Christmas 
shopping list together. Now 
where was I? Shower cur¬ 
tain .. . mop .. . carborundum 
stone ... new wig ... 




Guest List 


Jason Porter, 9 Park Road, 
Thurnscoe, 

ROTHERAM, S Yorks 
S63 OTG. 


J Stefan Drissen, Hertogen- 
bosch, HOLLAND. 

Simon Duffy, Insch, Aber¬ 
deenshire. 

Paul Slaney, False 
Address! 


DICE program - Issue 57). 

But what is IMBOS I hear you 
cry. Well actually the title stands 
for Improved Microdrive Basic 
Operating System, and the pro¬ 
gram is obviously only of use to 
Spectrum owners that have the 
Interface One & microdrive sys¬ 
tem. For these people, upwards 
of 60 new facilities are added to 
the Spectrum, in 11K of code (8K 
if you purchase the old version, 
1 . 1 ). 

The first apparent facility of 
IMBOS is the vastly improved 
microdrive command syntax. No 

more LOAD ★“m”;1 “‘filename” 
entries. Just type run “filename” to 
load a program (also works for 
CODE and SCREENS files), or 
OUT '“filename” to Save. VERIFY 
and ERASE are similarly 
simplified. The microdrive 
number that these commands 
use is set by read #x. 


A new command, list cat x, 
gives a different microdrive 
catalogue, showing protected 
filenames as well as those 
shown by the normal CAT. There 
is also a header reader, acces¬ 
sed by typing READ IN “filename”. 


‘The vastly improved 
microdrive command 
syntax’ 


The file’s type, and size/start 
address are given, along with the 
first sector number of the car¬ 
tridge. 

IMBOS also adds new screen 
and sound commands, as well 
as additional graphics routines. 
The PRINT command is 
expanded to allow conversion 
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between hexadecimal and deci¬ 
mal (for example, print &64206 
prints FACE on screen). Screen 
paper and ink colours can also 
be simply altered, using print 

ATTR x. 

Other new functions allow 
specified byte values in the dis¬ 
play or attribute file to be 
changed (this could be used to 
instantly change the colour of a 
displayed picture). 

Printing of text is improved 
with a centring function, and a 
‘window scroll’ routine. There is 
also a double-height print com¬ 
mand, for displaying tall charac¬ 
ters (not available on VI .1). 

On the graphic front, mirroring 
of the screen is built in (although 
it mirrors each character wide 
column, rather than the full 
screen), and a powerful fill 
routine is available. New charac¬ 
ter fonts can be easily defined, 
since the full character set is held 
in RAM along with IMBOS- in 
fact a clear font is supplied on 
the tape, ready for loading into 
IMBOS. 

Version 2 also offers a ‘ power 
plot’, which allows drawing on 
the full screen - including the 
edit window, and a DRAW com¬ 
mand which takes the start & 


‘Mirroring of the 
screen is built-in’ 


end coordinate as argument, 
and also works over the full 
screen (but the origin is at top- 
left, which is confusing, and 
gives upside-down graph plots). 
Also on offer are scroll com¬ 
mands, for the display file or the 
attributes, in all four directions. 

Sound is well catered for, 
offering White Noise, Zap and 
Siren sounds. Version 2 has 
more Zaps, and a pleasant tone, 
for music sequences. 

Other IMBOS features include 
a RAM screen store routine 
(though it is not a compacting 
one, so only three screens could 
be held in a 48K memory at 
once), and a pseudo-16-bit poke 
function, ★DOKE. Headerless 
save/load routines are present, 
as well as various monitor com¬ 
mands, including some to give 
details of memory usage (prog¬ 
ram size, free space etc). Version 
2 also offers a program editing 
command (so all LPRINT com¬ 
mands could be automatically 
changed to PRINT ones), and an 
additional Organ Maker prog¬ 
ram, for creating tune sequ¬ 
ences to be added to your own 
programs (which I found difficult 
to use). 

In conclusion, IMBOS is a 


powerful addition to any Spec¬ 
trum and Interface One set-up, 
enabling BASIC to do many 
things that normally require 
machine code. However, since 
IMBOS is copyrighted, you 
could not write a program with it 


‘The origin is at top- 
left ... and gives 
upside-down graph 
plots’ 


and sell it, or even give a copy to 
your friends (unless they also 
own IMBOS). 

Despite this, and a couple of 
minor bugs/annoyances (com¬ 
mands are not recognised if 
keyed in lower case, for exam¬ 
ple), the program is worth buying 
for the sheer expansion of 
microdrive syntax. /MBOS Ver¬ 
sion 2 is available from Kob- 
rahsoft, Pleasant View, Hulme 
Lane, Hulme Near Longton, 
STOKE-ON-TRENT, Staffs 
ST35HB for £12.95. Owners of 
IMBOS VI.1 wishing to upgrade 
can do so, for £5.95. Version 1.1 
is still available at £8.95 from 
Companion Software (address 
elsewhere). Microdriveless 
Spectrum owners read on ... 


OR THOSE of you 

muttering something 
about not owning an 
Interface One, 
Jonathon Edgar at 
Companion Software has 
come to the rescue with a pack¬ 
age called ExBasic. This will run, 


‘A music maker prog¬ 
ram is also included 


it is claimed, on any Spectrum 
(though only in 48K BASIC mode 
on my +3). It gives the similar, 
but improved, facilities to your 
Spectrum that IMBOS offers 
Interface One owners. 

ExBasic does not, obviously, 
offer any improved microdrive 
syntax, but everything else avail¬ 
able in IMBOS is also into 
ExBasic, often in a better way 
than in its parent package. In 
addition, there are even more 
new commands available. 

All ExBasic commands begin 
with an asterisk followed by the 
command name keyed in full - 
an improvement over IMBOS. 
Commands can also be entered 
in both cases. 

There are a number of ‘inter¬ 



rupt-related’ commands in 
ExBasic, including ★CLOCK, 
which displays the current time 
in the top-righthand corner of 
the screen. It is set using ★TIME, 
but is only accurate when inter¬ 
rupts are running (therefore, time 
is lost when beeps or cassette 
commands are used). 

There is also a ★TRON com¬ 
mand (good film!, but also 
stands for TRace ON) which dis¬ 
plays the current BASIC prog¬ 
ram line being executed while a 
program is running (useful for 
debugging). Also built-in are 
various commands which allow 
the keyboard to be redefined 
(though I can’t think of a reason 
for doing this) (function keys, 
perhaps? - see, I’m not just a 
pretty face - Ed). 


'There are even more 
commands available’ 


ExBasic has all the IMBOS 
hex/decimal commands, and 
the double poke facility. There is 
also a string poke command, 


★woke addr, “string”. The memory 
details commands are included, 
along with ★RENUMBER and 
★REMKILL functions. 

The print functions of IMBOS 
are supplemented with a ‘cur¬ 
tain’ effect command, which re¬ 
draws a RAM-stored screen 
image slowly, like drawing a 
blind across the old screen 
image. 

Sound is basically as for 
IMBOS, with the addition of a 
‘boot’ sound (?). There’s also a 
music maker program which is 
easier to use than the one bun¬ 
dled with IMBOS. 

ExBasic has the headerless 
save/load routines, along with 
an Alkatraz screen loader 
routine (courtesy of ODPS, 
though there is no credit to them 
in the package) - this is the pro¬ 
fessional system that draws the 
screen character by character, 
anywhere you like. Very effec¬ 
tive, but slow (18 bytes per 
character on the screen). 

ExBasic is available at £11.99, 
from Companion Software, 
193 Brampton Rd, CARLISLE, 
Cumbria CA3 9AX. 



<S> TECH TAPE 0 

THE RESPONSE 


A MR SIMON N Goodwin (!) 

has written in to correct 
me on October’s article. (Nice 
to know we have a quality 
readership.) The ZIP BREAK 
function in the ZIP 2 compiler 
(on the CRASH Tech Tape) 
CAN be used for machine 
code other than that produced 
by its compiled BASIC. 

To do this, first compile a 
non-program (eg io rem). Save 
the resulting code, then — 


This will install the ZIP BREAK 
routine, allowing any other 
machine code to be stopped 
at any time. 

The routine can only work if 
the Spectrum interrupts are 
not altered by the new prog¬ 
ram, and if the ZIP code is not 
overwritten (from 53247 to 
55200, approximately). My 
thanks to Simon for that infor¬ 
mation - Tech Niche has not 
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once loaded into the Spectrum. 
However, the program is so well 
written that it will run on any 
Spectrum (even my +3, in 48K 
Basic mode). The RAM disk is 
created in the main 48K of mem¬ 
ory, so it slightly limits BASIC 
program size that can be written 
to use it. 

Network is very well pre¬ 
sented and contains excellent 
material. At just £1 per issue (or 
£10 for a year’s subscription), it 
seems good value even if you do 
not own one of MGT’s inter¬ 
faces. To order, contact Barry 
Turner, 47 Jubilee Crescent, 
GRAVESEND, KentDA12 4JG . 

I have also received a copy of 
+D Hacker, supplied through 
INDUG(the‘official’Plus D/DIS- 
CiPLE user group, and writers of 
the FORMAT magazine men¬ 
tioned above). I will look into this 
further once I have access to a 
Plus D interface, and hope to 
compare it with MGT’s own 
equivalent program, Pick-Poke- 
It. 


MAGAZINES ON TAPE 


F ollowing close on the 

heels of The Spectrum Prog¬ 
rammer, I have received another 
tape-based magazine, Network 
- this time aimed at users of the 
MGT DISCiPLE/Plus D inter¬ 
faces (and therefore a rival to the 
‘official’ FORMAT magazine). At 
the moment I don’t actually have 
one of these interfaces, but this 
didn’t matter too much since a 
lot of the magazine’s content is 
of relevance to all serious Spec¬ 
trum users. 

Issue 1 of Network has a 
BASIC-to-disk routine, which 
runs in screen memory so it 
should be able to transfer almost 
any BASIC program. There is, 
however, no description of its 
use. There is also a disk catalog¬ 
ing program, and an in-depth 
article on Plus D hook codes. 
The descriptions are more like 
those in a book appendix, how¬ 
ever, and need more back¬ 
ground information in order to be 


useful to all Plus D users. 

On the general programming 
front, there is a shape-fill routine, 
a ‘flexitext’ program (which 
writes text in any size and direc¬ 
tion, but is written in SLOW 
BASIC) and an attractive circle 
pattern program. 

Finally, and most impres¬ 
sively, is an animator program 
that smoothly translates the let¬ 
ters ‘BBC’ into a picture of a TV 
showing ‘2’. Someone obviously 
put a lot of work into this 
demonstration. 

Issue 2 of Network introduces 
NETFAX, a Prestel-like way of 
presenting the textual part of the 
magazine. For those confused, 
press P to get the initial index up! 

The tape-to-disk routines 
continue in this issue, along with 
a tape header reader (not 
another one!) and an excellent 
RAM disk program. This allows 
a single memory image file on 
the disk to hold up to 80 files 


® WHERE ARE 

A RIVAL DISK interface to 
the MGT Plus D product is 
that produced by Sixword. This 
has the capability of running 
almost any program written 
for the Sinclair microdrives (a 
microdrive emulation tape is 
available as an option). How¬ 
ever, some people (including 
myself) have had a lot of 
trouble contacting them. 

So here is the definitive 


THEY NOW? ® 


address (that’s as of 14/10/ 

88 )... 


SIXWORD 
24 Chatsworth Close 
Catisfield 
FAREHAM 

Hampshire P015 5LS 


Good luck in contacting 
them ... 


Kobrahsoft are continuing to support Spectrum +3 owners. Fol¬ 
lowing on from their DICE system, they have written a disk 
backup program, DB1 . This allows non-standard disks (for 
example, commercial programs) to be backed up so that if the 
disk is damaged, your money had not been wasted. 

I will look at this program in detail next month, after Kob¬ 
rahsoft have a chance to get it to backup my copy of Where Time 
Stood Still (which failed in their review version of the program) - 
new protection methods are constantly appearing, and this type 
of program needs continual updating to remain useful. The price 
of DB1 will be £12.95. While waiting for my incisive review, 
queries may be dashed of to the address below, but remember 
no personal replies! 

Helps and hints (but not too many hassles, please) should be 
despatched post haste to Ian Cull, Tech Niche, CRASH, 
PO Box 10, LUDLOW, Shropshire SY8 1DB. 
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for the real games competitor 



Have you 
got your hand 
on one yet? 
rUROmJk 


BESSINGBY INDUSTRIAL ESTATE, BRIDLINGTON 
NORTH HUMBERSIDE Y016 4SJ, ENGLAND 
TELEPHONE: 0262 601006/602541 
FAX NO. 0262 400068 
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FOR PORTABLE PE 
EVERYWHERE!! 

A HANDHELD COLOUR TV 
AND A PERSONAL STEREO 
TO WIN!! (UNBELIEVABLE!) 


CASIO 


::*>>**"** 


WANDERER 

is not just for wanderers 
(or even wonderers). 

I never have been very 
good at playing cards. 
Snap is about all I can ever 
understand, but I did try 
playing poker once, when 
I was on holiday in 
America (the one I won in 
the competition). I was in 
Las Vegas, and decided to 
try my hand at a game of 
cards. Ah, well, a few 
more years in the CRASH 
broom cupboard and I 
might make all the money 
back ... 

Thankfully, Elite's new 
game Wanderer only 
involves pretend money. 
It's due for release any 
day now and is in glorious 
3-D (yes, you have to wear 
funny specs again). The 
gambling comes in after 
you've blasted your way 
through a few aliens and 
can land on a planet. 
While you're ship's being 
refuelled, you can get out 
the pathetic hand of 
poker you've been dealt 
and swap cards with the 
aliens. After going round 
several planets, 
hopefully, you'll have a 
good enough hand to go 
to the middle planet and 
actually play a game of 
poker. Apparently there is 
one planet populated by 
cats, so I've been trying to 
teach the office cat to play 
poker - he's got to be 
better than me! - but so 
far all he does is chew the 
cards up. 

Anyway back to the 
comp ... Those pleasant 
people at Elite rang me 
the other day and asked 
for a Wanderer 
competition. I said that I 


would be happy to oblige, 
so here it is. First prize is 
a handheld Casio colour 
TV and a Panasonic 
personal stereo 
cassette player. 

(Hmmm, those would be 
great for my broom 
cupboard because there's 
no electricity plugs in 
there. All I have for 
illumination now is a 
candle, or sometimes a 
torch if I can borrow 
Lloyd's.) Also going to the 
lucky winner isan Elite T- 
shirt and an Elite Goodie 
Bag. As for the next 25 
names out of the bag, 
they'll all receive a copy of 
Wanderer. 

Now, howto win. All 
you imaginative people 
out there with a spare 
hour or so in your 
Christmas Hols, I'd like 
you to imagine that you 
are the hero of Wanderer, 
zooming around the 
various planets playing 
poker with the 
inhabitants. Got the scene 
in your mind now? Good, 
now in no more than 
200 words write a short 
story of your journeys. 
You can make it as 
humorous or serious as 
you like, but no more than 
200 words, please. When 
you've finished, pop your 
entry into an envelope, 
seal it and send it toTHEY 
CALL ME THE 
WANDERER, CRASH, PO 
Box 10, LUDLOW, 
Shropshire, SY81DB. By 
January 1 please as the 
CRASH Judges' word on 
this, as on everything 
else, is final. Any hassle 
and they may be 
'wandering' around to 
your house.. 
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Even stuck on our large island on the edge of the Atlantic, it is 
impossible to ignore the European influence in our lives. And 
computer games, like music, are something of an international 
language, particularly those of the shoot-’em-up variety. While 
Alan Sugar informs us, in a dull monotone, that EEC trade barriers 
are set to fall in 1992 most European software houses are already 
champing at the bit to participate in the lucrative UK market. 

UROVISION 


THE FRENCH CONNECTION 

While several French software producers have been around for several years, and 
happily exported their games into other continental countries, only one or two 
have proved successful in the UK. 


INFOGRAMES 

The two founders of Infogrames - 
former chemical engineers Bruno Bon- 
nell and Christophe Sapet- claim that 
the company was established at the 
bottom of a garden in Lyon. They both 
shared a passion for computers and 
borrowed some money from family 
and friends alike to start their own soft¬ 
ware firm. 

In four short years, Infogrames has 
continued to grow and now, although 
still based in Lyon, the company has 
offices in London and Holland and 
employs over 150 people in all. In 
France, the company has also been 
involved with the Minitel system (a sort 
of French version of Prestel's teleshop¬ 
ping/booking facilities, as discussed in 


Issue 58's Comms - around 90% of 
French householders have a terminal!). 

infogrames has had success on all 
the major formats throughout Europe, 
including the UK where it first entered 
the scene in the summer of 1986, with 
the role-playing adventure Mandra- 
gore (79%, Issue 32). This minor success 
was soon followed by the positively 
French-flavoured murder mystery adv¬ 
enture L'Affaire Vera Cruz (85%, Issue 
34). 

Two more excellent Spectrum adv¬ 
entures were released in 1987. As in 
L'Affaire Vera Cruz, The Sidney Affair 
(86%, Issue 40) put the player in the role 
of a diligent detective, trying to solve a 
murder. Inheritance $6%, Issue41) was 
a three-part adventure about an 
eccentric aunf s strange will, requiring 


you to win a million dollars in a Las 
Vegas casino to claim your inheri¬ 
tance. 

A change from this spate of adven¬ 
tures was Prohibition (59%, Issue 43) 
where gun-toting gangsters suddenly 
emerge from behind the scrolling 
scenery to fire at you. Despite some 
beautifully-drawn characters the 
game was not thought to be up to 
Infogrames' high standards. But some 
five months later, Sidewalk ( 87%, Issue 
48) appeared with more game con¬ 
tent to go with the detailed graphics. 

Since then, Infogrames have rather 
neglected the Spectrum, but with the 
massive success of Captain Blood (re¬ 
leased on one of Infogrames' other 
labels, ERE International) in its Atari ST 
form, a Spectrum version of this classic 
space adventure is due before Christ¬ 
mas. 

Also coming to the Spectrum in the 
near future on Infogrames' Cobrasoft 
label is Action Service, which takes 
place in an army-training camp where 


* SUMO * 

HEIGHT: & '2 1 
WEIGHT: S!0St 5It* 
Former Sunio World 
Wrest ling Champion, 
Fired from club for 
injuring referee* 
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assault courses featuring barbed wire, 
rope swings and vicious Alsatians. 
Should all this is be too easy for you (or 
too hard) alternative courses can be 
designed with the included construc¬ 
tion kit. 

And finally if you ever wanted to 
jump off buildings (don't do it!) or roll 
your car over umpteen times (certain 
people at Newsfield have already 
attained this feat) (although no-one on 
CRASH yet, touch wood! - Ed), 
Stuntman is promised to deliver all the 
thrills and spills of the real thing. 

It looks like Infogrames are back with 
a bang on the Spectrum scene. 


LORICIELS 


m 


Way back in 1983, two young Fren¬ 
chmen, Laurant Weill and Marc Bayle 
founded the software company 
Loriciels. Itwas an instant success story; 
after only six months they'd set up their 
own marketing and publicity depart¬ 
ment - helping the new software house 
to sell over 200,000 units (cassettes and 
disks) in its first year of existence. 

Yet rather than concentrate purely 
on the games side of the business, 
Loriciels also became involved in pro¬ 
ducing languages and utilities. Marc 
and Lauranfs ambitious aim was to 
innovate in every type of software. 

Soon after its founding, the rapidly 
expanding Loriciels formed its own dis¬ 
tribution division, called Loridif, and to 
allow retailers to order software 24 
hours a day, a Minitel (see Infogrames) 
ordering service was initiated. 

Tofurther expand the horizons of this 
extraordinary company Marc and 
Laurant also developed two further 
divisions: Priam, specialising in both 
educational and business software, 
and Microids, which as well as produc¬ 
ing simulation software, develops 
micro and domestic robots. 

By 1987 Loriciels was a runaway suc¬ 
cess in Europe, but had yet to make a 
significant impact on the UK market. 
Made cautious by the failure of other 
European software houses here Laur¬ 
ant Weill decided the only way to suc¬ 
ceed was to create an autonomous UK 
company, Loriciels Ltd, whose forma¬ 
tion was announced at last year's 
PCW show. The British company 



































































































